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The First name in Educational Software.

An exciting range of top quality programs covering all
needs from pre-school to ‘A’ level.
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Tom Hohenburg

On show
at the
B-1-G
show

THE spring Electron and
BBC Micro User Show
will sea tha launch of
First Byte Computers
new switched joystick
interface for the Elec-
tron,

The unit, which
allows Electron owner

1

=
to use any Atari style |

joysticks, consists of a
piug-in cartridge that
fits on the expansion
board at the back of the
micro.

This is only one of
many new products that
will make their debut at
the show, being held at
the Royal Horticultural
Hall, Westminster, from
Thursday March 29 to
Sunday April 1

First Byte has taken

Turn to Page 6

still do

HOPES that Acorn had finally cracked
its Electron production problems with
the signing up of two additional
manufacturers have not materialised.
Rather than more becoming available, in the
last few weeks supplies have virtuially dried up.

And dealers who
believed Acorn’'s pre
Christmas promises of
lots more Electrons
going on sale in January
have had to tell potential
customers that they
have no idea when they
will be able to meet their
orders,

Acute

The problem is get-
ting more -acuté every
day, with orders for the
seamingly non-existent
machines soaring dram-
atically.

The total backlog
of orders now stands at
aimost a 'quarter of &

announced that because
the Malaysian factory
could not produce any
thing near” the number of
Electrons needed, a new
production line was
being set up in Wales,

The firnn claimed it
would be turning out
4,000 3 week from
January. They now
admit no VWelsh-built
Electrons will be avail-
able until April at the
earligst.

They also announced
they were satting up a
third production line in
Hong Kong.

But when Electron

they 1oo would be
unable to start shipping
them to Britain for
another few weseks

While confirming that
the three plants would
soon be in full produc-
tron, Acorn’'s marketing
manager Tom Hohen-
burg sounded a note of
caution:

“With the best will in
the world we cannot
simply produce hun-
dreds of thousands of

g Acorn

machines just like that™,
he said.

Although Acorn will
not give any details, itis
understood that one tiny
component, a custom
made control device,
has been responsible for
freezing production on
the Electron

This problem is now
said to have been resol-
ved and the production
ines are able to move
Nt top gear.

High failure rate

THE problem caused
by the shortage of
Electrons is being
compounded by the
unusually high failure
rate of machines that
have been sold so far.

Dealers contacted
by Electron User say

and 25 par cant of the
machines they have
sold because of
faults.

But full marks to
Acorn in a difficult
situation. They have
made it a priority to
replace defective

million machines Userspoke tothe manu- | they have had to machines immedi-
Last October Acorn  facturers they said that return between eight ately.
= e

alone?

they want to do.

Apparently researchers in behavioural
engingering in California are working on games
that users can play simply by thinking about what

The ides iz that the player holds an olject that

Just think of agame..

DI you know that it might one day be: possible
to controf your Efectron by the power of thaught

i5 sensitive to the galvanic skin response, Just like
lie detectors. Thoughts can affect the conduc-
tivity of the skin and variations in this can be used

to control the gamae.

While it may seem to be a ot of trouble to go
to i order to play Space Inveders, the research
could be of great benefit to the physically

handicapped.
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THE Electron is follow-
irg in the footsteps of its
big brother, the BBC
Micra, by its wide use in
education,

More and more
schools are now order-
ing Eleetrons as addi-
tional machines to their
BBC Micros,

Software companies
are also looking to the
neww market to increase
their sales.

One of tha first on the

e
o Al

Sheéﬂv
loading
on way

GOOD news for Eleg-
tron owners frustrated
with the slowness of
saving -and loading from
cassette. Your problems
may soon be over.

Twa firms already
well known in the BBC
Micre world are plan
ning ways of speeding
things up:

The first is Pace of
Bradford. Already one of
the leading suppliers of
disc filing systems for
the BBC Micro, they are
actively engaged in
producing. a similar
systermn for the Electron.

This means programs
will be able to be loaded
and saved in a matter of
seconds rather than
minutes, giving Electron
users more time to use
their machines.

From lkon Com-
putars of Dyfed comes
the promise of another
faster storage method,
the Hobhit.

This is a tape basad
system whose speed
approaches that of
discs.

Well known to BBC
Micra users, the Habbit
has recently had its price
reduced and its speed
increasad.

This will make it a
serigus rival to diso
hased systems when it
iz released. hopsfully
later in the year.
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scene are Bourne Edu-
cational Software of
Hampshire

They have released
three programs. aiming
to help children develop
counting, numbear
recognition and -com-
pass skills,

Rewritten especially
for the Electron.each of
the programs COmes
with an explanatory
booklet.

Although Bourne are

i o =

an independent com-
pany, they are being
distribueted by Acornsoft
following the Acorn-sub-
sichary’'s neaw policy of
buying in software from
other companies.

Mot to-be left out;
Sqauirrel Software of
Manchester have dew-
elopad a program aimend
at helping remedial
readers.

Called Visual Recail
the software has alreacdy

o

Zducation market booming

proved its warth in
extensive testing in
schools, halping chil-
dren with many different
kinds of reading difficul
fies.

From Golem of
Bracknell comes Jigsaw
Puzzles, a set of six
programs for the Elec-
tran,

Suitable for childran
from five to 12 years of
age, they were written
to-help i the develop-

e

ment of special con-
cepts and in the form-
ation of problem solving
sirategies,

Silversoft of London
are converting their suc-
cesstul series of BBC
Micro educational pro
grams to run on the
Electron.

They are also reless-
ing what promises to be
the first disassem-
bler 10 be produced for
the- Electron.

More books for Electron

SPRING this year will
see 8 flood of boogks
covering all aspects of
the Acorn Electron.

Beginners are well
served by Meil and Pat
Crver's "Basic Program-
ming on the Acorn
Electron™

Well known for their
book on the BBC Micro,

the Cryers hawve repe-
ated the same step by
step, non--technical
approach aimed at
absolute nawices.

However, the new
books aren’t all dimed at
the elemarntary end of
the market.

From &hiva comes
Bruce Smith's Electron

Aszsembly Language, a
simple, well illustrated
guide to using machine
code to tap the hidden
depths of the Electron.

With its treatment of
the use of the Electron’s
built in assembler — one
of its best features — and
its ‘explanation of the
operating system, the

From Page 5

steps to eansure that
Electron games now
under development will
be compatible with the
new interface.

They have contacted
all leading software
houses giving details of
the interface’s softwara
regquirements and
asking for their cooper-
ation.

“We have been deli-
ghted by the help we've

had from everyone'’,
said Ray Threadgold of
First Byte.

“Already A & F
Software 's Cylon Attack
allows the use of our
interface, and lots more
are planned”.

Other new products
for the Electron are
appearing thick and fast.

Mot content with
producing a joystick
interface, Protek Com-
puting of West Lothian
has developed what

promises to ba the first
modemn for the Elactron.

It allows users to talk
to sach other and main-
frame computer data-
bases such as Prestel
over the telephone
system.

This will vastly
expand the scope of the
micro.

Production is ready ta
go ahead as soon as
British Telecam
approves the production
model.

book will open a whola
new world to the Basic
programimer.

Another specialist
field, education, is well
sarved by two of the
rew literary crop,

From Granada, who
appear to be taking the
lead in publishing for the
Electron; comes 40
Educational games for
the Electron™ by Vince
Apps.

Mot to be outdone,
Sunshine have brought
ot "Programming for
Education on the Elec-
trorn Computar’™,

Written by two tea-
chers, Patrick Hall and
John Scriven, the book
is aimed at the primary
education sector.

Sunshing have alse
produced “"'Graphic Art
for the Electron Com-
puter” by Boris Allan,
the first book aimed
spacifically at exploring
the Electron's graphics
capabilities.



Electron Eddie-torial

| WAS grabbed as soonas |
walked in the door. "'Pata,
have a8 look at this, it's the
first program |'ve aver
written'",

Tom put the cassetie
into the player and proudty
LOADed hiz mastarpiece.

““Watch this'", hae said as
he typed in RUN and
pressed Return.

It was really nice. Not
the most original program
I'd ever seen, but certainly
an accomplished onse.

He had made full use of
the Electron's graphics
abilities and the program
was neat and crisp, well
structured and wall
thought out. A compatent
piece of work.

“1 like it"", | said, won-
dering when | could use it
in Electron User.

At that moment his dad
came into the room.

“"Look at that'’, Tom
said, “'it's my first pro-
gram’’.

“Oh yes, very nice. What
does it do?"’

Tom's face dropped.
What did it do?

| could have wept. |
mean, did anyone walk up
to Leonardo da Vinci when
he'd finished the Mona Lisa
and say: ""Very nice, what
does it do?'”

What could | say? The
guy had created a really
nice program, showing that
he had a thorough grasp of
basic graphics and could
use his knowledge prac-

tically.

Anyone who knew a
little about micros would
have been impressed, yet
here he was, floored.

It was so frustrating. If
he'd bought a radio instead
of & micro and spoken to
someone in Australia,
everyone would have bean
thrilled.

If he'd have spent his
money on a track suit and
running shoes and trained
up to run 26.2 miles in a
marathon no one would
bother asking why.

As it was he bought an
Electron and used his time
to understand how it
worked and to create

Notso much what it
does as how it does it . . .

something that, however
simple, was uniguely his.

He imagined it, thought
about it and achieved it in
practice. He'd used his
micro craatively to express
o part of himself.

And he'd been asked
wihiy.

I thiought about it for
quite a while, trying out
differant replies to his
dad’s gquestion. Eventually
| got the right answer.

S0 when you show
SOMEOne your program and
they ask you what it's for,
don’'t bother trying to
explain.

Just tell them: "'If you
have to ask the guestion,
you'd never undarstand the
reply””’.

Pete Bibby

T0
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Computer Technology

USERS & DEALERS

JOYPORT - %az'oa{aw . MYRIAD

* ELECTRON JOYSTICK

Interface Type 1

® Suitable for Atari,
Coin Controls tvpe

@ Easy connection via
gxpansion connector.

@ Supplied with program details
for use with most arcade games.

£16.95 inc. vat

Commodore or
Jovsticks

the rear

FHlﬂTF’DF’nT

Electron Centronics

Printer Interface
Self contained interface
to drive Centronic printer
® Recognising V.D.LL,

*FX

& control codes.

® Simple Instruction.

* ELECTRON INTERFACE

ADAPTOR

® Four duplications of rear
connecLor

® Protecls internal components

@ External power supply

connection,

£44.95 inc. vat
ALL ITEMS EX STOCK
Please write and send cheques to: Signpoint Lid.,
166a Glyn Road,
London ES.
Tel: 01-986 BI137 Telex: 923229 Comles G Ait: Hislot

£29.95 inc. vat
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Part Three of PETE BIBBY'S

introduction to programming

LAST month we saw how
to Write Our own programs.
Admittedly they wera fairly
trivial. But programs they
wvwars, axhibiting the basic
features of any program.

This month we'll be looking
at some ways of improving
them and the output they
produce on screan,

Again the examples won't
be much to write home about,
but it's the principles involved
we're after.

Try the programs for your-
salf and zee if vou can
undarstand how they work
and if you can improve them.

Remember, it's a “hands
on'" course and you'll get a lot
more out of it if you work
through It on your Elactron.

First though, let's have a
look at what we've done so far,

We saw last month that a
Basic program consists of a
numbered sequence of
instructions to the computer.

We entered these instruc-
tions, one after the other,
giving each a line number.

These line numbers want

Unravel that

and pick up

some hints

up in steps of 10, allowing us
to slip in other instructions if
necessary.

We saw that we could
replace a line with an altered
version simply by typing in a
neaw version, giving it the line
number of the line we want it
1o replace.

If we wanted to get rid of a
line completely we just typed
in that line number and
prassed Return.

We found that the Electron

didn't obay these instructions
straight away but waited until
wa typed in RUN, followed by
the inevitable press of the
Return key.

Finally we leamed that we
could use LIST to get the micro
to display a list of instructions,
MNEW to clear it out of memory
and CLS to clear the scraen.

Mow let's get cracking on
the Electron. Type in Program
I

10 REM PROGRAM 1
20 PRINT®HELLQ"
30 PRINT"QUT"

40 PRIMT"THERE"

Entar BUN and press
Return. This will 1all the micro
to obey the instructions that it
will find in its memory.

It starts at the one with the
lowest line number. After that
has been done it goes on to the
next one and 50 on until it runs
out of instructions.

As you'll see from the
screen, the program displays
the message:

HELLD
uT
THERE

This is using the same
technigques we. came BCrosSs
last month. But the more
observant of you might have
noticed there is a new key-
wiord.

This is the REM of line 10
anpd it iz one of the easiest
Basic statements to use and
understand:

REM is short for remark,
and the REM statement allows
vou to put remarks into your
programs.

The Electron will ignore

anything after a REM state
ment. When it finds one,
goes on to the next line
number,

This allows you to put ir
your own remarks aftar the
REM without upsetting the
micro.

This can be wery usefu
when you start 1o write longe:
programs. The remarks after
the REM statements help t
make the program more
understandable.

Many & program has beer
saved from obscurity by a
liberal use of REM staterments

In Program | the REM ic
used to make a note of the
program title. The Electror
doesn't read the PROGRAM
after the REM but goes
straight to line 20.

| could have put in all sorts
of remarks after the REM and
the micro would still ignore
them, no matter how parsansa
| got!

Try leaving out the REM of
line 10 and see what happens
The Electron is looking for a
keyword, a Basic word of
power. |t is quite confused by
the PROGRAM | which it finds
after the line number.

Let's leave the REM state
ment for a while and go on
Program |l, which prints out
the same message in &
different way.

But first, don't forget to
type in NEW and press Returr
to get rid of the old program
fram memory.

10 REN PROGRAW 11
20 PRINT®HELLO® , "0UT" , "THERE®
Some-of ol may have

leoked at Program | anc
wondered why | used three




string

PRINT commands in separate
lines to print out the three bits
of the message. Wouldn't one
PRINT do?

Well, it will as Program |
shows, though the message
does look 2 bit spaced out

The reason why it is spread
across the screen is that we ve
put commas between tha
strings. “The what?" | hear you
ask. The strings.

Put at its simplest, a string
is just & piece of text piaced
guotation marks, The Electron
treats gverything it finds s
quotation marks as one lemp
or string.

Weve already used thees
strings in this article. They &=
SHELER, TTGUTT aad
"THERE". Tha Electron fousxd
one of these after sach g
statemeant of Program |

Tha guotation marks oid &
that what followsd was =
string, and it printed cut the
whole string as one lumg

Notice that it doesn't print
the guotation marks. They are
just there to mark tha begin-
ming and the end of the strings.

Strings are very important
o programming. But for the
morment we'll leave it at that
and go on o see why Program
Il primted the strings “"HELLO"™,
and “THERE" in the
way that it did.

As we might expect, the
strings were displayed on the
same line but without their
nwertad commas. But why
were thare the gaps between
the words on the screen?

The answer is because we
put commas betwsen the
sinngs — or we did if we typed
the program in properly.

T we do this after a print
statement it tells the micro to
display sach string on a
separate part of the screen.

in the normal course of
events the Electron divides tha
screen into four groups of 10

o

characters each. If instructed
by commas betweean them, it
will print the strings in
separate fields.

Try:
PRINT "ONE", "TWOQ',
“"THREE"”, "FOUR"

and you'll see the separate
print fields.

Whiat happens if you enter;
PRINT “ONE", "TWO",
“THREE'", “"FOUR",
“"FIVE", “"SIX'’
and press Return? Try it and
BEE,

Thera's a lot more to these
print fialds, as they are cailed.
But the point to grasp is that
when commas separate the
strings after 3 PRINT com-
mand then the strings are

displayed in separate fields.

Let's see what happens
when we run Program [

10 REM FROGRAM 111
20 PRINT"HELLO";"0QUT"; "THERE"

As you can see it's very
much like Program 1, only the
commas have been changéd
to semicolons,

This effectively "glues’ the
strings together, overwriting

the print fields we came across
earliar,

The trouble is that the
output looks a mess. There are
no spaces between the words.

All the Electron doesisprint
out the first string — "HELLO",

Then it finds the semicolon,
which tells it to print whatever
comes next straight away
without any gaps.

The Electron doesn't know
that you need spaces to make
the words clear. If you want
spaces, you have to add them
yourself,

Run Program IV and see the
resilt:

10 REM PROGRAM IV
20 PRINTHELLO *;“OUT *;"THERE®

Here we've included the
twio necessarty spaces in the
strings. The Electron doesn’t
mind,

It will print out whatever it
finds between the inverted
commas — letters, numbers,
spaces or any combination of
them.

So now we've got our

>
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SIR RESEARCH PRESENTS:
OUR RANGE OF PERIPHERALS FOR THE NEW ACORN ELECTRON

SIR ELECTRON 12-ROM SIR ELECTRON PRINTER &
" BOARD JOYSTICKS INTERFACE
* Provides for up to 192K of ROM space (16K * CENTRONICS printer interface,
of this will support either ROM or RAM).

: w Anzlogue-to-Digital Converter (ADC)

* Fully buffered design. allows use of any BBC-compatible joysticks.

* Easy to install, just plugs in, no soldering i ; ; ; :
necessary — professional plastic casing. i h.lﬁ 0 ".Ef-u_'lg. plug-in design — professional

Piastic casing.

* Allows further expansion via rear

edge-connector. * Full firmware support.
* Permits use of most BBEC ROM-based

software (such as VIEW, PASCAL, FORTH,
etc)

Built-in, versatile edge-connector provides
for further expansion.

* pae
* Price £40.00 + VAT Frice: £45.00 + VAT
AVAILABLE SOON: INPUT/OUTPUT PORT, RS¢23 INTERFACE, and more!

We also stuck a CDmﬂleie range of Printers, Munltc:-rs and Scf*warp for the BBC Micro at
hard to beat prices = most of this is fully Electron-compatible|

BBC MICROCOMPUTER PRINTERS | DISC DRIVES
BECModelB ........ooonenennemren ES99.00 Dot Matrix: Singla 100K .............. ~£199.00
l BECModel BD ............oveniin £489.00 Epson FX-BO ........ooccevveil.. £399.00 Dual 100K . R e £349.00
Epson AX-80 ........coccovvvinnenns £275.00 Dual 400K . . E668.00
MONITORS RCBOET. £289.00 || TORCH Z8O DISC PACK: (Now with

Shinwa CP-B0 .........cocooviv. £283.35 FREE £1000 worth of

|| Sanyo B/G . _........ﬁfﬁﬁ.ﬂﬁ Daisywheal: SOFWEEEN) .. e eenns EB39.50
|| Microvitec RGB . wrerens E228.00 ! JUKEBTO0 ....c.vivnieiiniineincnns, £399.00

Please write or telephone for further details.
All our prices are inclusive of VAT unless stated otherwise,
ACCESS/BARCLAYCARD TELEPHOME ORDERS WELCOME.
Postage and Packaging:
Please add £1 P&P (small items: ROM Boards, etc.):
E10 P&P (large items: Printers, Monitors, atc.).

e SIR COMPUTERS LTD.
iy 91 Whitchurch Road, Cardiff, CF4 3JP.
el Telephone: Cardiff (0222) 621813

At —
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From Page 9

program to print out the
message on one line, naatly
spaced. It's taken us a long
time to get here, hasn't it?

Still, the principles involved
will stand you in good stead in
your programming career.

Mind vou, we could have
savad ourselves a lot of trouble
if we'd run Program V:

1¢ REM PROGRAM ¥
20 PRINT'HELLD DOT TESRE"

Thils just prints out one lang
string. Simple isn't ;7

You may be wondering wiy
we didn't do this in the firs
place. Well, with this message
yvou could.

But the Electron sex 3 it
to the: length of any one =wring.
I leave you to wosrk & ot

When you use long —=ss-
agas, you'll find thas vou nesd
to know all the abowe sechni-
ques and how purctesston
affects the PRINT cormemand

There's one moss pasce of
punctuation that we hewen'
touched yet — the soocsoophs.

Have a go 2t Progre= Vi 8a
careful when you type T that
vou don't get confused bet-
weaen the puctuation mesks

10 REN PROBRAM WI
20 PRINTTHELLD ™ "™O08N = “THERE*

We'ra back 1o the begemming
again! Well, not guite bscscse
we have dons it n =aF the
number of lines

As you can see, the
apostrophe betwsas the
stings tells the Eecron o
print the next string it fnds 51
the beginning of a new ne

This can be guite usefl for
spacing out long messages

Try using two or three spos-
trophes between the sirings
and you'll see what | mean

e, S0 we can now write out
“'sigiple. programs to display
Messages.

We're not jUSr-ssiiEk with
HELLO OUT THERE. We can
put ‘anything we want bet-
waesan the inverted commas
and the Elactron will dispiay it

The trouble iz that the
messages can get guite long.

When vou have had & litle
more experience vou'll find
that you're using PRINT to
display guite large strings on
the screan.

Take the case of the
instructions for computer
games. The part of the
program  that displays these
uses exactly the same meth-
ods a5 we have daone, only it
has a lot more to say.

Also it might say the same
thing at several points in the
game, for example: "PRESS
RETURN FOR ANOTHER
GO".

Iz would be daft if we had to
type inall the words every time
we came to it

Couldn’t we give it a label
and just tell the micro to print
the label? It would save a lot of
Typing,

The answer is yes, and the
wse of labels is shown in
Program ViI:

{0 REN PROGRAN V1I
B0 LET A#="HELLD "
30 LET B¥="(uT "
4 LET C¥="THERE"
i) PRINT A$

&0 PRINT Bf

70 FRINT Cf

Az you cah see, tharesultis
the same as before, only we've
used g different method. We
have given each of the strings
& label.

Now when we want the
Electron to do something with
the string we can use the label
to refer to it

Since the label is shorter in
length than the string, this
saves a lot of typing.

The labels | have used are
Af, BE, €3. The fact that thay
are in alphabetical order
means nothing. | just picked
them like that.

MNor does the name have to
be so short — you 'can try other
names.

The important thing teo
natice is that each one ends in
s dollar sign, $. You'll find this
above the 4 on the keyboard.

The rule is that if we want to

nefer to a string by a label —
‘propecly called 5 Variable

name — then that name must
end in & or else the Electron
will gat confused, :

Let's take a closer look at
Program VI. ¥ou'll notice that
there is a new keyword in lines
20, 30 and 40.

This is the keyword LET, It
tells the Electron that in future
the string on the right of the

equals sign will be referred to
by the label on the othar side
of the equals sign.

Itis important to remember
that the label, the namea you're
giving to the string, comeas
after the LET.

The aetual string you're
labelling comes after the
equals sign.

So lines 20, 30 and 40
assign labels to our three
faithful old strings.

Lines 50, 60 and 70 then
use PRINT to display the
strings. But they refer to the
strings by the labels we gave
them in lines 20 1o 40.

In this case using labels
didn't save us much typing.
but let's go back to the game
instructions where it will.

It makes life much easier to
have a line like:

10 LET MESSAGE#="PRESS RETURN
FOR AMOTHER B0"
Now if you want the

Message you can just use the
label in a line like:

40 PRINT NESSABES
rather than type in something
ke

40 PRINT "PRESS RETURM

FOR ANOTHER &0°

which would be fairly time
consuming if we wanted the
same message over and over
again.

You'll see from Program
VIl that we can use the labels
exactly as if they were the
strings themsalves,

Here we only use one
PRINT command to display
the message, with the punctu-
ation between the labels
acting just as if tha string
themselves were thera.

10 REM PROGRAN VIII
20 LET A¥="HELLD ™
30 LET B$="DuUT *
40 LET Cy="THERE"
S0 PRINT A$:B4:C4

Try it out with commas and
apostrophes between the
labels and see for yourself
what happens.

There's a lot more to strings
than we have coverad in this
article, but for the moment
that's enough.

Try writing a few of your
oWn programs to print mess-
ages on the screen,

Use labels as much as
possible to make your life
easier, and socon strings will
become second nature.

April 1984 ELECTRON USER 11
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GRID iz a program that gets
your Electron to display a
multicoloured series of
horizontal and vertical
lines. Once these lines are
drawn there's a short delay
and then the lines start
changing colour randomly.

Type it in and see if you
can understand how it
works. If you want to see
soma flashing lines then
change the RND(7) in lines
60, 110 and 170 teo
RND(15).

50-70  Means all the line

50,70 Means just the twe

Examples of punctuation
n che lne numbers
on the jeft;

numbers inclusive.

Rumbers, 50 and 70,



Malkee light work
of listings!

All program listings in Electron User have been
put on tape — to save you the chore of keying
them in yourself. Four tapes are now available —
for the February, March and April issues, plus a
bumper tape of all the programs from the first
few introductory issues.

On the April tape:

SPACEHIKE A hopping srcade classic. FRIEZE Electron
wallpaper. PELICAN Cross rozds safely. CHESSTIMER Clock
your moves. ASTEROID Spsce is 2 minefield. LIMERICK
Automatic rhymes. ROMAN Numbers in the ancient way.
BUNNYBLITZ The Easter program. DOGDUCK The classic
lagic game. NOTEBOOK Coloured grids. BINARY A base
program,

On the March tape:

CHICKEN Let dangerous Srivers test your nerve. COEFEE

A tantalising word game fom Down Under. PARKY'S PERIL
Parky's lost in an invisibie maze. REACTION TIMER How
tast are you? BRAINTEASER & puzzling program,
COUNTER Menisl asithematic can be fun!

PAPER; SCISSORS, STONE Out-guess your Electran.
CHARACTER GENERATOR Create shapes with this utility.
FUNNY POLYGONS Fas: araphics going round in circles,
RABBITS Easter tummies 20 over! DRAW Multi-coloured
lines. MEAN Just == swerage program,

On the February tape:

NUMBER BALANCE T=s: vour powers of mental arith metic,
CALCULATOR Mszk=s your Electron a calculator. DOILIES
Multi-coloured petiesms g2iore. TOWERS OF HANOI The
age old puzzie. LUNAR LANDER Test your skill as an
astronaut. POSITRON INVADERS A version of the old
arcade favourite. MOON RESCUE Avoid the asteroids and
save the spacemen STARS A program making pretty
pictures. TAPESTRY Syrmmetry and colour combina,

On the introductory tape:

ANAGRAM Scot out the umbled letters, DOODLE
Multicoloured graghice EUROMAP Test your geography.
KALEIDOSCOPE E=cton graphies run riot. CAPITALS
MNew upper case leti=rz. ROCKET, WHEEL, CANDLE Thraee
fireworks programs BOMBER Drop the bombs before YOou
crash. DUCK Simgpis snimation. METEORS Coilisions in
space. COMBINATIONS Crack the hidden code. BUZZ
WORD GENERATOR L=t the Electron help you impress.
SIMON Reactions snc memory put to the test, 3-D PLOT
Enter a new dimsnsion PLUS LOTS MORE!

HOW TO ORDER I T T L L T T T T T oy e——

Please send me the following Electron User cassette tapes:
Eleven programs from the Aprilissue . ..............vou.. £

) o
A T e N e

POST TO: Tape Offer. Electron User, Europa House,
68 Chester Road, Hazel Grove, Stockport SK7 ENY,
1 1 F 71 7 1]




off the normal admission price of
£3 (adults) and £2 {children)

(Valid for o madmum of 4 people)

R Electron & BBC Micro User Show

10am - 6pm, Thursday, 29 March
10arm - 6pm, Friday, 30 March

10am - 6pm, Saturday, 31 March
10am - 4pm, Sunday, 1 April

New Horticultural Hall

Greycoat Street, London SW1
e o e o A e ¥ —" — T —"
N S N Nt S S ¥

School and
College Groups

Entryonly £1 per student if bookings are
made in advance. Send your cheque
(made payable to Database Publications)
and SAE to:
Electron & BBC Micro User Show
68 Chester Road, Hazel Grove
Stockport SK7 5NY
Tel: 061-456 8383
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New Horticultural Hall

(Westminster Exhibition Centre)

Thursday to Sunday,
March 29 to April 1




elican

NO, Palican isn't anothar program that simulates the it when it's safe to cross —
bird to join January's usa of a Pelican Crossing. the road,
animated duck, nor the When you run the pro- Happily, if you get it e mm—
onas in this month's gram your Electron puts wrong you don't get run _.’r“'-; .
Sounds Exciting. the signals on the TV over. | wish it was the same & =\

it's just a simpla little screan and you hava to tall in real lifa. ] N
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By
Alan
McLachlan

Yuucanapaadtmsugbv
chanwngthaﬁﬂﬂinhna
170 to a smaller figure.
alternatively, by In-
creasing the nu
you pass 1o PROCWAIT,

/g -

mbear

you can slow the pro-
gram down.

10 REM BY ALAN M.
20 REM (C) ELECTRON USER
30 MODE 2
40 ¥DU 23:B202;0;0;0;
30 ON ERROR 6070 1810
40 PROCINST
70 PROCSCREEM
80 PROCCHARS
90 REPEAT
100 PROCINIT
110 key flag=FALSE
120 PROCPEDLIGHT (780,470
HATTE 8
130 PROCGREEN
tREN &0 FOR TRAFFIC
140 A$=6ETH
tIF A0 *C°
THEN 140
130 PROCWAIT(500,1)
140 PROCAME
:REM STOF FOR TRAFFIC
170 FROCWAIT (500,1)
180 PROCRED
190 FROCPIPS
200 PROCFLANE
210 UNTIL FALSE

tREM SET UP SCREEN
240 VDU 4,28,0,31,19,27

:COLOUR 135

sCLS
250 VDU 5
260 BCOL 0,4
210 MOVE 100,950

tPRINT "TRAFFIC"
260 MOVE 140,900

tFRINT "LIGHT"
290 BCOL 0,1
300 MOVE 0,98

tPRINT "PRESS I WMEN®
310 MOVE 0,50

tPRINT "SAFE TD CROSS"
320 BCOL 0,0
330 MOVE 700,350

tPRINT "PRESS C*
J40 MOVE 6%0,310

tFRINT "TO SToP*
TS50 MOVE &£%0,270

tPRINT “TRAFFIC®
360 ENDPROC
370 DEF PROCSCREEN
380 CLA

tVoU §

220 REM sssspspsdesssesisasss 190 PROCBONI

FEREREREREEE
230 DEF PROCINIT

»
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You'll be ITCHING to get your
hands on the funniest program

of 7984!

Fleas!
Bed Bugs!
And all you
wanted was

a quiet night . ..

The pests are after your feet and you'll have to ~ - :
moeve fast to stop them. Swot them with a jam GRDER FonM

sandwich or crunch them with your false teeth.
Please send me BED BUGS:

If you're desperate you can always phone for O BEC B cassette — £6.95
help. But whatever you do, do it quickly. You ' 5

need cunning tactics and nimble fingers!

Bed Bugs guarantees hours of hilarity for the
whole family.

OOPTIMA SOFTWARE  [JEETI.

A Obtainable from your Acorn dealer
or send in the coupon below

LRI o ety i sV AE R

O Access [ Visa
EXpiny gBbe) .o i st sapa i

Oplima Sofiware Lid., 36 S1. Petersgate, Stockport SK1 THL.



Pelican listing

From Page 17

430 PROCBOX2

410 PROCBOE3

420 PROCPEDMAM(13)

430 PROCLIGHTON(3L0,730
o1

440 PROCLIGHTON{3LD,510
Y]

450 PROCLIGHMTON(310,290
2l

440 ENDPROC

470 REM eeesdsssssdsnisenisis
HEERFERR AR

480 DEF PROCLIGHTON{XZ, YY"
X

490 VBU 19,1,050:

SO0 VDO 19,200 0;

SO VDU - 19,3,0:0;

520 VDU 19,1313 0;

530 RZ=80

S40 VDU 29, K%sYis

S50 6CaL 0,C%

Sa0 MOVE 0,0

S70 FOR =0 70 Pl #3
STEP..25

580 MOVE 0.0

590 PLOT S, RY#COS I,Rls
SIN1

&00 NEXT

&0 VDU 29,0:0:

620 ENDPROC

EI0 REM EE4356404 500 bestibet
HEEEHEEREELS

&40 TEF PROCRED

630 IF key _flag ENDFROC

&40 YU Huhhm

BT0 VDU 19.2,0:0%

480 VDU 19,3,0: 04

590 VDU 19,13,2:0;

700, PROCEOKI

710 ENDPROC

TZ0 REM BE3355630R5 8R4 00845
FEEEFEERERES

730 DEF PROCAME

740 IF key flag ENDPROC

750 VDU 19,3, 5103

THO VOU 19,2, 0s03

J70 VDU 19, 1.,0508

780 ENDFROC

790 REM sReessdEEtauessssess
HERERERERAEE

800 DEF PROCFLAMB

B10 IF key_flag ENDPROC

820 VDU 19,1,0:0;

g30 FOR 1%=0 TO 10

BA0 VDU 19,3,3:0;

B0 VDU 19,13,2:0;

B&0 PROCRALT(%0,1)

This listing was produced using a special
formatter which breaks one program line over
several lines of listing. When entering a line don't
press Return until you come to the next line
number. Full details of the formatter are given on
Page 4 of the February issue.

B70 VDU 19,13,0505

BA0 VDU 19,3,050:

B90 PROCWAIT(90,1)

§00 NEXT

910 EMDPROC

70 REM FHsbsstdestersadsss

FEERRERESERS

%30 DEF .PROCEREEN

940 VDU §9.2,2:0%

950 VDU 19,3,000:

Te0 VDU [9,1,0:0;

70 YOU- 17, L, 1304

380 ENDPROC

990 REM SRERSEEEETERREEE4ERE
FHEEFEEHEERE

1000 DEF PROCPEDLIGHT (AY
JTh LR

lole BCOL 0,CY

1020 MOVE AY,BY

1030 PRINT L$

1040 ENDPROC .
1050 REM FHeedessianiistiases
FEEEEREEREER

LO&0 DEF PROCPEDMANICE)

1070 PROCCHARS

1080 &COL 0,C

1090 MOVE 870,750

1100 vou 224,10,8,8,228,225
(227, 10,8,8,226

LE10 ENDPREC

1120 REM ##efsisipsasiiesssten
FEEEREREFRER

1130 DEF PROCCHARS

F140 VDU 23,224,0,0,0,40
080,60, 80

FIS0 VDU 23,225,126,235,255
290,120, 126126, 128

Fie0 Vb 23,228,126,102,102
102, 102,102,231,0

U170 VDU 23,227,0,0,128,192
224,04,0,0

1180 ¥BU 23,228,0,0,1,3,7
524040

1190 VDU 23,255,255,255,255
1230, 090, 200y 299 ;299

1200 ENDPROC

1200 REM #tpeesddisebiaaninss
HREREERRRFEE
1220 DEF PROCBOXI
1230 WDU 7
1240 BCOL 0,0
1230 MOVE 209,180
tMOVE 200,840
tPLOT 83,420,840
1250 MOVE 200,180
sMOVE 420, 190
sFLOT 85,420,840
1270 ENDPROC
1280 REM BEefeidssbidessttinses
FEHAERE RS
1290 DEF PROCBOXZ
1300 BCOL 0.0
1310 WOVE 750,370
{PLOT 85,1030,840
MOVE 750,570
IHOVE 1050, 570
:PLOT B3, 1050,840
ENDPROC
REM SEbsesapassssdssssss
FREEEEEREEEL
1350 DEF PROCBOYZ
1340 GCOL 0.0
§370 WOVE 750,410
«MOVE 730,510

1320

1330
1340
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From Page 79 1520 PRINT "PELICAN CROSSING®
1530 MOVE 130,840
1380 MOVE 750,410 1540 PRINT “Sasessdsiestessn®
NOVE 1050410 1550 vou 4
tPLOT 85, 1050, 310 1540 COLOUR 1
1390 ENDPROC {570 PRINT TAB(1,10)"PRESS
1400 REN seessssassressrassent THE 'C" KEY
FEERRERERENE WHEN YOU
1410 DEF BROCPIPS BRE READY
1420 P=( : T STOF TRAFF
tREPEAT P=P+1 Ipe
1430 SOUND 1,-15,200,1 1586 COLOUR 4
1440 PROCCHECKY 1590 PRINT TABI1,20) “PRESS
1450 UNTIL P=25 OR key_flag= THE %' KEY
TRUE WHEN IT
1440 ENDFROC 13 SAFE
LT REM #R8REeddsbedsneinas T0 CROSS
FEEFREBREFE THE ROAD.*
1480 DEF PROCINST 1600 PRINT TAB(Z,2%)*ANY KEY
1490 COLOUR 135 T@ START™
$BEOL 0,135 1610 A$=6ETS
3BCOL 5,0 1420 ENDPROC
:CLS 1630 REM #eEssseirbisbindnsiss
(LG FEREEEERERE
1500 VOU 5 ] 1440 DEF FROCCHECKY
1510 MOVE 130,500 1650 TINE =0

Pelican listing

1FELS, L EEPERERERES
16460 REPEAT 1740 DEF PROCWAIT (W¥,GY%)
1470 A§=INKEY$ (0] 1730 IF ¥ey_flag ENDPROC
T&B0 UNTIL TIME =30 DR A$<{» 1740 DL=
= tREFEAT DL=DL+1
L1690 IF ASCH°X* AND 443" 1770 IF INKEY (=87} BND B
THEN VDU 4 AND NOT key flag
:CLS VIU 4
tCOLOUR © tCLE
{PRINT ““THE “X" KEY (PRINT “YOU BLEW 17"
[ SAID" VDU 5
sPROCWAIT (900,01 tkey flag=TRUE
ELSE IF As=")" 1FOR DL2=0 TO 200
THEN VDU 4 tNEXT
tCLS 1780 UNTIL DL=WX OR key flag

+PRINT “*YOUR TIMING 1790 ENDPROC
[5 RIGHT®""IT [5 GAFE 1800 REM #ee4+Easiesrsssesssss

10 CROSS. ") SEEEEEEEERE

'PROCWALT (900,00 1810 MODE 7
1700 IF Ag="" 1820 REPORT

THEN VDU 4 {PRINT * In line ¥;

¢(CLS ERL

ELSE key_flag=TRUE This listing is included in
1710 VDU 5 this month’s cassette
1720 ENDPROC tape offer. See order
1730 REN sssssasssssssnsasssss | form on Page 43

BBC/ELECTRON ADVENTURES

"*NEW*" WOODLAND TERROR £7.48 (CASS) £10.50 (DISC)
The sequel to FIRIENWO0D, many yezrs ago an intrepid adventurer embariced on 4 quast
for the Golden Bird of Paradise. Although swccesstul, our hero redeased a sinisier lorce
witiich now lurks within the enchantsd wood, Your mission is to returs the tearor 10 its
ariginal resting place and rastore pesce to sn unhappy fand 10 This is & compléte game,
knowiedge of Firiemwood is nol regquired.

FIRIENWOOD £7.48 (CASS) £10.50 (DISC)
An evil wizerd has esptused the magic golden bird of paradise and imgrisaned it in a
wenrd castle in the middle of the enchanted Firiemwood. Your quest is to find the bird and
set it fres, in retumn the bird will give you health and prosperity. BEWARE | many perils lie
befare you and every mave ig fraught with danges!!

BLUE DRAGON £7.48 (CASS) £10.50 (DISC)
Somewhere in a strange and dangerous land lies 8 fabuleys tressure guarded by @ fierce
dragon. Can you strvive the penls that ewait end recaver the treasure or will you mee: a
naxty end!! What iz making terrible slurping noises desp underground and what use is
the strange back cioud? Play the game and find out.

SURVIVOR £7.48 (CASS] £10.50 (DISC)
The year is 1910 you ere sailing on a steamer bound for Barnes when there is an
explosion and the ship sinks. Shipwrecked on a iropical Island can you survive and
gscape back to of will you end up in sameanes cooking patf [ There is mone
then ane eadimg to this game, mot all of them bad! f

All the games are in machine code for fast responses end are taxt snly. Pleass state
which machine when ordering. Prices include WAT and postage within UK. Cheques
payedle to MP SOFTWARE or write/phone with your ACCESSVISA card No. Send
S.AE for full range of programs and price list or ask your docsl dealer. Trade enquities
welcome,

We pay well for good origingl programs contact us today for more details,

MP
SOFTWARE & SERVICES

165, SPITAL RDAD, BROMBORDUGH, MERSEYSIDE L62 2AE. 051-334 3472 J
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Teachers

Travellers

Students

Graduates

Linguists

In fact anyone having an
interast in French will
benefit from this unigue
language learning aid
Also available for

BBEC model B
SPECTRUM 48K

* Heady made lessons provide an enormous vocabulary of
words, phrases and verbs arranged in subject groups.

* Lessons ean ba run in three ways: learning, self-tast or
gpeed and sccuracy test where you key in the answers,

* Lesson displays include all French accents, different
colours for masculine and feminine words.

* Full tape editing facilities allow an infinite number of new
or updated lessons to be created and stored for fater use.

Choice of Level A or B cassettes
with totally different vocabularies.

£9.95 each (PEP inc.} | :

Both cassettes include extensive i i ﬁ 5
word lists; verbs and phrases are :

introduced in Level El.pﬂuaieable SOFTWARE

from dealers or mail order Unit B

State BBC. Spectrum or Electron 1 Pilgrims Close, Harlington,
Also available "The German Dunstable, Beds. LUS 6LX
Master” “The Spanish Tutor”, Tel: 05255 3942




BUGBLASTER

LiySALASTER,

THE ACTION
PACKED HIT
REWRITTEN
FOR

ELECTRON

Alligata presentsa superb range
‘of softinare products that are
tl!signedx ILft:r o Games

md;mu
colour
funa

Fﬂ@ﬂhﬂ g, fuald
ics 1o create howrsof
n:;dtﬂmefnt Bl Letile e

that have been developed 1o open

rew doors and help get the best
from your Electron micro. H it's
thMaBdlng quality and
nq;:iue ar money then
tobeyour choice.

send a stamped addressed
envelope for our full colour
gL which ghves details

S e
LUNAR
ReSU a

y N resoue 3

q il opposition on
way bk 1o the
1 against groater

ull machine

Experience all the
speed and
excitement of the
arcade spectacular

WRITE OR PHONE
YOUR ORDER TODAY!

‘also available from all
good software stockists.

EQS Scribe ll £9.95

Produce professicnal lettars. i
-and docurments, speadily and i
aaﬁiyr. with this superb word |
handli mptu SoAd p '

| Ranaurg up pages as

ane ﬁle Si’n'bp-te to usq. yet

wncilm g taﬁm‘ims ‘of text

with 80 characters per line
screen display. Compatible
with most printers.

A superb action packed arc ade special. A really fast implementation
._..f thes ‘centipede.’ clude spiders, mushrooms,
ing scorpion affectionately
1.‘|'|E- fa"t-=r the action. Nerve

i yaur pocket enjoy all
artirvg the ore @nm

R R Y 114 ﬂr‘ET[llfﬁll
I EERES {" L1 ﬁ"%'éﬂﬂ-ﬁ’ﬁ"
Despatch is normally made on receipt of order and

should reach you within 7 days.

— e e e e e e . — e — — —

(60 T T D INDICATE PROGRAMS RECQUIRED
== e === | E030 €060 £010) E020E0401E050
|
Eﬁ %E ====- ‘..-. == ..... [ | enclose chegue/B0® far £ Charge my AccessNisa £*
FEEE NN Nl DEEEE BN NEEEEE | cardno. Signature |
Bl EEEE BEEE BREE mm mm . s
HE Bl EEEEN BN BN AEE AN EEm
R EE IIIII ENEEE EEE ARERE | cdde

Alligata Software Lid. 178 West Stroet,
i...l Sheffield 51 4ET. Tel: (0742) 755005

* payable to Superior Sestens Ltd,, 178 West Street, Shetfield 51 4ET.
*adlowe 75p for post and packaging.
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here was & fat
yno seldos said
and went out
To rosp

in the hay
Tnat hopeless f
PREGS MY KE

BOOKSHELF

IF you're looking for just
another book of gamas
listings then "'Take Off
with the Electron and BBC
Micro'" will probably disap-
point you.

Howewver if you're after 11
interasting programs with lots
of ideas on how to improve
them then this is for you.

For listings are not just
programs in their own right but

LMI

P findr
writer called
"yes" and then 'Ca
one day

¥ T0 CONTINUE

Take off with the
Electron and BBC Micro

Gransds Publishing _j

can be expanded, And the
book tells vou how to do this.

It starts with a concise but
thorough . description of ele-
mentary Basic and then goes
on to the listings.

Each program has a chapter
to itself and all chapters have
the same structure.

You first read a description
of what the listing doas. Then
comes the listing itself.

These are easy to read and
the authors claim that it is
very unlikely that there are any
mistakes in the listings”. Brave
words and, as far as | can tell,
true ocnes.

The listings -are usaful and

There yue Gy
Wha se]gyoq

at hope|gey
0
S ANY Ky ? i

fun. But the real value of the
book, to my mind anyway, isin
what follows them.

Each chapter has &8 well-
annotated flow chart illustrat-
ing how it works. Then comes
a line-by-line description of
the program, very much like
the ones you'll find in Electron
User.

When you've read how the
program works there's a dis-
cussion of the keywords invol-
ved, nicely cross-referenced to
the other listings.

Then comes a section
describing one of the techni-
ques used in the program,
such as user defined charac-
ters and file handling.

These really add to the
book's value,

Finally you reach the “Take
off from here’" section. This
gives suggestions about
modifying and improving the
programs giver.

| like the book. For the
person who's taken his first
faltering steps in Basic and
would like to start more
ambiticus programming it's
excellent.

The authors strike just the
right level, not too difficult, not
too simple, while keeping it all
interesting.

Also the programs are
nicely chosen. They range
from the limerick writer
ireproduced here) to a stunt
car game via a music maker
and 8 weather forecasting
program.

All are short and easy to
experiment with, and all of
them are well explained.

Thoroughly recommended.

Nigel Peters

-

d poor todd) er
ite steap ¢
t ong pj ght
the light

0dd]
0 Conrige. e Sarah

Called 8arah
Buch Farer

Limarick ilffustration
from Take off with
the Electron and

BEC Micro

Limerick listing

| KEN FRON TAKE OFF RITH
2 REM THE ELECTRON AND
3 REN BBC NICRO

4 REN BY OWEN AND

§ REN HUDREY BISHOP

& REM GRANADA PUBLISHING
7 REN PRICE £5.35

|

B REM USED WITH THANKS
O REN wsLIMERICKn+
20 NODE 4 3
30 READ 4 _
. sDIM AsLa) e 1
40 FOR J=i T0 &
1 RERD AS(Y) :
fNEXT J 1
50 READ B
:DIN B$iB)
&0 FOR J=1 10 B
1 READ BE(D)
| HNEXT J
70 READ €
READ! B
DI C$0C, DHID.L)
80 FOR K=! T0 C
+ READ CHK)
%0 FOR J=1 10 D :
|1 READ D813,K) !
sNEXT
ENENT
100 READ E i
READ F _
:DIN E$(E), FAIF,E)
110 FOR K=t T E
: READ EStK!
120 FOR =1 TO F
¢+ READ F¥(1,K) :
tMEXT
sHEXT
130 READ 6
1DIX B$(B)
{40 FOR 3=1 70 G
¢ READ G#(3)

ek LRl ok Eile

e

Beaad

Ak  ead Aed
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This listing was produced using a speacial
formatter which breaks one program line over
several lines of listing. When entering a line don't
press Return until you comea to tha next line
number. Full details of the formatter ara given on

. Page 4 of the February issue.

sREXT 3
W READ H
sIIN HELH)
30 FOR J=1-TO H
s READ HELD
+MEXT 4
T READ 1
«DIM I£1H
B0 FOR - J=1 TR T
« READ [$037
sHELT &
20 REFEAT
0 CLE
10 PRINT TAB(1g,5) "LIMERIER®
20 Ri=RNDA;
1RE=RND (B}
sRC=RNDICH
L RE=RNDLE}
50 PRINT TABIR,10) *There
was 4 "AE(RAI" "BE(RE)
* talled "C¥IRC)
E0 PRINT "Who “H$ (RKD{HH
" TDEIRNDACD] RE)
50 PRINT "And "I$(RND(1})
4 MERIRE)
50 PRINT *To "F§{RMDF)
+REI
T PRINT "That *af (RNDYEL)
PORAELRAY" "BEIRBI" calle
g *CHIRCY
80 PRINT TAB{8,30) "PRESS
ANY. KEY TO CONTINUE®
90 key$=GETS
a0 UNTIL FALSE
§0 DATH 3, poor, fat, rich

J20 DATA 4, singer, writer
, toddler, pop star

330 DATR 3,2, hndrew,liked
eating cheese fondue

40 DATA smid "Yes"and then
"Lan do'

150 DATA Sarah, ate steak
sa fuch rarer

340 DATA thought no one

would dare ‘er

570 CATA Winny, 1iked wearing
2 pingy

IR0 DATA looked herribly
gkinny

390 DATA 2,3, one day roap
in the hay

§00 DATA Join in the fray
410 DATA go out to play
130 DATA one night, have

a good fight
§30 DATA put out ‘the light
440 DATA just be polite
4§50 DATA 2, silly, hopeless
450 DATH 2, alwdys, seldos
470 DATA 2, went out, started

LIMERICK is one of 11
listings in "Take Off With
| The Electron and 88C
{ Micro™ by Audrey and
| Owen Bishop. It is pub-
| fished by Granada Publish-
| ing, price E5.95. Our
thanks to Grenada for
permission to reproduce
the game.

' ety
Lap uf

ELECTRON USERS!

Don’t miss April's

'T/H|E|
M| 1/C/R/O]
(U/S/E/R|

It’s a feast of fascinating
ideas and programs — our
liveliest issue ever!

INITS FEATURE PACKED
PAGES YOU'LL FIND...

* MICROGOLF: a compulsive
simulation of a day on the golf
course.

* SOUND LIBRARY: create a
whole collection of exciting
sounds with this useful utility.

* BEGINNERS: how to use
MOD, DIV and RND effectively
in your programs. |

* MAGIC SQUARES: a number
game that teaches simple
addition as you play.

And, of course, most of the many
programs featured in The Micro
User can be easily modified for
the Electron.

All in all, if you're an Electron User,
it makes sense to also buy
The Micro User.

The April issue is now on
sale at your newsagents.

—
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NOW AVAILABLE ON THE ELECTRON
D.A.C.C.s SPRITE - GEN
Aunsin 4 colours Mode 5
PRICE £9.95

The BBC version of this highly successful package has won
a nomination in the 1984 British Micro Computer Awards,

Write your own “Arcade Action’ games with D.A.C.C.

3

U

This amazing and revolutionary naw place of softwane, wiritten for the
BEC M_‘ﬁdil B by Dannds ibbotsan, rpressnts the biggost stop forward
for BASIC programimers since tho reloase of the BEBL Micro ftseld, It
l'l!llh!h-l you to create mubti-colourad, fost moving SPRITES, controlied
simply from your own BASIC program. Now you con write the kind of
"3'-"'51'!"! Action’" games you ahesys dreamed of writing bBefors you
discoversd thet BASIC can't achisve the spesds necessary. Uintil now,
only oxporianced mechine-cods programmers coubd produce *'Ghost
Gobbllng Monsters'” and “‘Light Spesd’’ spaceceaft. With SPRITE
GRAPFHICE ah tive croatires amnd od % YOU CHM iMsoine are ot your
COMIMAans, MUving SMOoTNy 0T By spead and i Ny Qrechon you
chogse, Incradibily, SPRITES can be created using ALL SIXTEEN logical
colerurs — sight steady and sight flaghing. And ss if that weore not snowgh
you enimate your SPRITES with individusl movements auch as & man
wiho wabtks'', ‘s bird that flaps its winga™, invaders thot pulse
manacingly ', the possibiities are endlegs! When you own the SPRITE
GEMERATOR package you have aoooss to avary sort of high-speed
amimation technigue you naad, Buying expansive machine-code games
may bacoms a thing of the past. Look at the following impressive kst of
'I'un_ulurall you can aooess from your own BASIC progrems

Up io 32 GPRITES on acrésn ot any time.

Limitlgss SPRITE design using the SPRITE Genorator pr
inchsdad n the package, allows ALL SIXNTEEN logical colow
SPRITE' if dus . Full operating syntem capability of legical/
colour msslgnmant,

Thare can be up o EIGHT different SPRITE DESIGNS sctive atl one
tima, aach of which can have up to THREE "CLONES™, [cop
primary SPRITE but sach with individual movement contro

Each SPRITE sctually has TWO imagaes which given slight differences
will achisve the enimation sffecs when the two sre slternated. Or, if
you chooss, give the two images totally differemt designs snd you
have created two SPRITES out of one, usable alternately. Thia
techniguae con also be applied to the CLONES which means that all 32
SPRITES can be animatsd, multi-coloursd, mowing objscts]!]

Onos you have completed the dosign of your SPRITES using the
simple grid-bosed generator utility, they and the high spoed
maching-cods routines that comtrol their movement are secrated into
RAM and the BASIC system is roady to scospl your own progrsm
lings through which you can direct tha SPRITES to appesr, move,
dinnppear or just remain stationacy, with the simplest commands you
coulel EmBgine.

SPRITES can be linked together in pairs or growpa to produce largn

ion. 'Of cowrse, if you wish they cam bo as small as a
Your own creations can move n front of sach other with no loss of
datmll,

SPRITE-GEN is supplisd as & pachaga containing:

%ok Sorita-Ganarator progeam 8
drwd Two fast-action’ demonstration poograms "‘ﬂ'
ok Sorite-Gen controd - rogtines "Hn? uﬁ' &
www |bustrated user mangal with sxamplos and Heings 4 T
Al for only E17.95 ipp snd VAT included]. uﬂfa
In U5 54995

DRAGON, ATARI 400/800, BBEC MODEL/B TRS BOC/C 32K
747 FLIGHT SIMULATOR

Suparbly realistlc Instrumentation and =
pllot's view in fifeike simulation which L] sEmn
included smargencies such a5 engna fras
and systems fadlures, This program wses an on

THE ELECTRON!

hegh  resslulion graphics to tha full to
produce  the most resdistic flight-deck
dispiay yal se8n On A home cormpoler,
Therg are 21 real dials and 25 other
indicators (sea dipgraml. Your contrals
aperate thegithe, ailesons, elevatons, flaps.
slats, Spoiheds; landing gear, revensa thrust,
brakes, Bic. You sed the runway in dnue
:'.u.-r_s'.:-ur.'L'Nr.- Usas joysticks and Includes
options o ostart with teke-off or random
tanating approach. A real simuliat Aot

just snother game.'” (Your Comp, Ape B3 ACTUAL SCREEM PHOTOGRAPH

CASSETTE £8.86 {pp and VAT inchuded)
In WS, H27.95 ipp included)

(LLE. ordars despatched within 48 hours)

Daaler and foreipn distributor. enguirses now being takan
Software writers — sell your programs bn the WS, through DACC,
[ — e - -
To DACE Lid, Dept. EU, 23 Weveriey Road, Hindisy, Wigan, Lancs, WN2 32BN,

Piase rush ma
— Gy, SPRITE-GEN at £17.95 each (BEC Model/8 only)

gy, SFPRITE-GEN a1 £3.956 esch (Eleciron only)
e 07, TRT FLIGHT SIMULATOR at £8.95 adch {state machinak

| anclosa a cheques'P.0. 10 the value of

NAME =

ADZRESS

= POST CODE —
- e g O
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By ANDREW
PHILLIPS

THIS program comprises
both a move-counting
Chess Clock and a “‘Blitz
Chess" Buzzer.

Chess Clock works just
like the mechanical kind,
recording the time each
player spends thinking. It
also records the numbaear of
moves made.

The program uses the
computer’'s internal timer,
thus ensuring a high degree

-of accuracy.

A number of move rates
is available and an auto-
matic alarm telis a player if
he exceeds the time limit.

Move rates can easily be
changed by altering the
values at lines 290 to 340.

Pressing the space bar
stops a player's clock and
starts his opponent’s,
Pressing S stops both
clocks for adjournment.

The '"Blitz Chass'"’
Buzzer szounds intermit-
tently at one of the selectad
intervals, which can be

changed by altering the ..—

values at lines 150 to 180.

There is no screen dis-
play, so the monitor can be
switched off.

o




10 REM "CHESS TIMER'
20 RER A.Phillips
30 REM (L) ELECTRON USER
&) O ERROR GOTO &70
a0 MOLE 3
(VDY 23820210500
&0 VDU 19,2,4;0417,130
2
70 #FYLL
80 14,1
90 COLOUR 1
{PRINT THBL4, 3+ CHESS
TIMER"TAB(41STRINGS (1]
Tl-l}
:COLOUR 3
100 PRINT TABIZ,8)"SELECT
FUNCTION:*"" """ 1
- Chess Clock"'"'
2= 'Blitz Chess'*"’
. Buzzer"
110 ON INSTR("12" BETS |
BOTD 220 120
ELSE 110
120 CLS
$COLOUR |
{PRENT TABYD,2)" BLITI
EHESS " BUITER"™'
STRINB$ (20,* *)
+COLDUR 3
130 PRINT TAB(Z,B}*SELECT
IMTERVAL: """ """ 1
- 3§ seconds”"''* I
= {0 seconds"" " *
So= 15 seconds” "’
"4 -2 seconds®
140 ON INSTR("E1234°,
GET$ 1 BOTOD 150 148
170 (180
ELSE 140
150 Intervali=g
+BOTD 190
160 Intervali=1d
H B
170 Intervall=1§
+GOTD 190
189 Interval k=29
LH) CLS
tPRINT TAB{3,B!"Switch
off TV"''*then press
SPACE BAR™'" to start
buzzer"
200 PRINT TAB(1,25)" (Buzzer
Interval ="' "5PC (4]41
ntervall;® seconds)'
210 REFEAT UMTIL BETH =

tPRINT TRELO,8!
SPC 100

tPROCHuz: tIntervall)
220 CLS

This listing was produced using a special
formatter which breaks one program line over
several lines of listing. Whan antering a line don't
presg Return until you come to the next lina
number. Full details of the formatter are given on
Page 4 of the February issue.

1Ri=2
iRakel=0
tAllE=0
230 DIM TEICL) ERELE S0
ML HELL)  Movel 1)
240 ENVELOPE 1,0,0,0,0
o000, 128, -4,0,-1
(26,100
250 COLOUR L
:PRINT TAB(&,2}"CHESS
CLOCK"TAB(4)STRINGS (11
II-I,
sCOLOUR 3
250 PRINT TRBIZ,7)"BELECT
HOVE RATE:"'''" §
= Mo Limit*'" |~
20 movesthoyr®" "
2 - 715 sovesthour®'
"3 - 30 noves/hour"

270 PRINT TRB(L,1B)"4 -
All moves in"''?
13 eiputes® "

3 = Al maves in""'
3 sinutes"'’
&~ All moves in*""’
" &0 minutes"

280 0N INSTRI®0{23454"
,BET$ | BOTO 340
400 300,310,320
v 330° 340
ELGE 280

290 Ratel=20
+60T0 340

J00 Ratete2S
16070 380

0 Rated=30
s6OT0 380

120 AllX=15
tGOTD 35¢

3300 ALTY=30
t6OTO 350

A0 AL1Y=RD

330 CLS
1E0LDUR 1
:PRINT TAB(S,28)"Time
limite""""ALL MOVES/";
ALLE:" minutes"

16070 370

I40 CLS
tIF Rated{ 0 COLOUR 1
sPRINT TABIL,28) "Move

rates "jRateds"/hour”
570 PROCdr 2w (6001
sPROCdrawi1232)
380 COLOUR 3
tPRINT TAB{3, 41 "NHITE"
TRELZ,8)%0: 0z @
TRE(4, 161D
390 COLOUR O
tPRINT TAB(13,4)"BLACK"
TABEL2,B) "0z 0z 0°
TAB(14, 1610
400 COLOUR 1
tPRINT TAB(B, [4) "Hoves"
410 PROCwait
420 SOHND 1.-10,%3.5
430 REFEAT
40 PROCtiee(0,1,8,3)
430 PROCtime(l,E1,8,00
450 UNTIL FALSE
&70 GN ERRDR. OFF
ARG IF ERR =17 RUNM
490 MOEE 7
+REPORT
(PRINT * at line "sERL
00 el=10

510 #F 14

520 #5112

530 END

S50 DEF PROCAraw{xll

580 BCOL 0,1

570 NOVE x%,800
sDRAN 27,700

380 DRAW x%-548,700
tDRAW »1-548,800

390 DRAK »¥,800

400 ENDBFROC

620 DEF PROCwait

&30 COLOUR 3
{PRINT TABIZ, 21} *Press
SPACE BAR"''"  to
start clock®

o4 REFEAT UMTIL GET# =
| B |

&30 PRINT TaABUO,Z21)
SPL {&0)

b&D ENDFROC

680 DEF PROCtime (MY, XY
15, P

E70 TIME =TYLINY)

700 REPERT

110 X$=INKEYS (0)

720 TU=TINE

T30 CLINEI=ZE MOD 100
'?iq SLINTI=(IY DIV 100
“MOD AD
TS0 MEINL ={17 BV &000)
MOD &0
ThO HLINEI=(1Y DIV 380000
HoD 12
770 COLOUR P
sPRINT TABINL, VEIHE(NE)
SIPRLINEY " "STINL)
780 IF A11%=0 GOTO 80O
190 IF Al1L=MLiNL)
OR AE1E=MYINY] %40
FROClose
ELSE Bid
B0 1F MoveX (WL (RatedsHLi(Y
1) PROClose
810 1F ¥4="5" OR %§="s"
PROCwait
tTIME =FNtimefCY (HL)
0 ONEY M) CHE YD
B20 UNTIL Xg="*
B30 SOUND 1,-10,77+NLeld
|
§
B40 THINT)=FNtime(CLiN%)
STLINED ML CNL] HEINE
B30 MoveliNY)=Novel(N%]+]
:PRINT TAB[YI+3, YE+B) Mo
vel (NE)
g4 ENGPRAC
§80 DEF Fhtimeich,si,al
Bt
B90 scEe(shelQ0)+{mlabd0l)+
(hEEZa0000)
910 DEF PROCIose
§20 FOR T¥=1T0 2
+SOUND 1L, E,97,
(50UND 1, 1,77
tHEXT 1%
930 IF MN&=0 P$="WHITE"

b
10

ELSE Pi="BLACK"
F40 PRINT TAB(S,21IP$+
* LOBES" " ON TINE
DEFALLT"
350 REPEAT UNTIL FALSE
960 ENDPROC
980 DEF PROChuzz{IntervalX)
990 REPEAT
1600 Th=TINE
1010 REPEAT UNTIL TINE =TZ&l
nterval i100
£O20 SOUND 1,-12,33,40
1830 UNTIL FALSE
1040 ENDPREC

This listing is included in
this month’s cassette
tape offer. Ses ordar
form on Page 43,
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BRAINTEASER

About which book did

ELECTRON USER
say:

“each program an interesting
and amusing challenge”

“a nice change -
an enjoyable book,
far from the run of the mill"”

“if you like puzzles
and you've got an Electron,
then you’ll like this book”

ANSWER
BRAINTEASERS

This unique
computer book,
designed for the

15 plus age group
will test your logic,
general knowledge
mathematical skills

BRAINTEASERS ,

Available from

all good book shops
or direct at £5.95
plus 55p p&p.

PHOENIX

PUBLISHING ASSOCIATES

14 VERNON ROAD BUSHEY

HERTFORDSHIRE WD2 2JL
TEL WATFORD 32109

ORISR .. % % 5

Cheques/Postal Orders tol- Phoenix Publishing Associates
14 Wernon Road. Bushey, Herts.
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GARLAND COMPUTING

35 DEAN HILL - PLYMDUTH - PLS SAF TELEPHONE: 0752 41287

LEARNING
MATHS
with the electron

A collection of programs for use by children of 8

upwards. Written by a teacher and approved and usad in
schools throughout the country.

Each package contains 3 to 4 programs using
animations and simple games to help learn the principles
of maths in an interesting and entertaining way. All
members of the family will enjoy using these programs,

A series of nine titles is available:-

JM1 Angles

JMZ Directed numbers
JM3 Fractions

JM4 Co-ordinates and lines
JME Symmetry

JME Maotion geometry
JM7T Sets

JME Elementary statistics
JME Ratio

Bach package iz superb value at just £7.00 (inc. VAT
and PEP)

Available by mail order, or from selected computer

stores and educational suppliers. Please send for full
details.

the educational specialists

ELECTRON UTILITIES E8
15 useful programs and procedures that can save hours of
programming effort. Includes statistical diagrams, super-fasi
gorting (much faster than bubble), colour graphics and tots
MOore.

INFORMATION HANDLING £11.50
A two-casseite package of programs and data-bases to
introduce you to the world of information technology. Use large
data-bases, create and use cassette files, produce your own
electronic dictionary. Featuras 19th century population survey
with full documentation on how to computerise similar
information for your own area, This package has been written
for new computer users or anyone who wants an introduction to
information handling.

FUNMATHS 1and 2 Age-13
Two packages that have been designed by teachers and written
by professionals to greatly improve the mental number work of
their puplls. These full-graphics programs are great fun to use
and have proved very successful in speeding-up logical thought
and mental arithmetic.

1. SQUARE PUZZLES (4 programs) £6

2. INVADER MATHS (2 programs) £4

(Buy both for £8.50)

PRINT-AND-PLOT PAD
i you are going to write useful programs for the ELECTRON
then careful planning of screen layouts is essential. Our
G0-sheet pad allows rapid designing of displays, in both text
and graphics, in all modes. Each shest also includes
user-defined-graphics grids.

GRAPH PADS £2 each or 3 for £5

Chequas efc. to:

SCORBY SOFTWARE,

Main St., Flixton, Scarborough, YO 11 3UB
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THE COLUMN AT TAKES A LOOK INSIDE THE LATEST RELEASES

Adventure
into an
arcade

“ABSORBING™, “Electife-
ing”’, “Frustrating Aiciar -
tive" are just a few of the
adjectives | would use @
describa Program Powe's
latest space game.

Load the program imio yousr
Elactron and you are imeed-
ately conveyed into 2 demges-
strewn world of spinoers,
clones, cyberdroids
spooks. You msy not be see
axactly what they &re but you
can be certain they re masny

On the first level vou are
instructad to find 3 key whch
can be used 10 open 2 safe

Dging this conveys you &=
higher levels, wherse mors
dangers awail you

However things &= not as
straightforward as just wer
dering round the screen wntl
you find the key. Life inspace —
or at least in space games — 5
never that simple

You'll need every ore of
your five lives 3s yoe bars
your way through & senes of
maze-like rooms.

You score points esch tims
you Zap a spinner, end gain =n
egxtra life when, and & wou
reach a pot of goid

If you survive the first few
batches of spinners you'll find
that clones begin to block your
Wy

And after the clones come
the cyberdroids - wvacuum
cleaner lookalikes with nasty
dispositions.,

Two points to note. First
watch out for the spooks.
These little treasures will
come and get you at ewvery

af0

possible opportunity. You've
got to be alert and quick on the
graw,
Second, you must have the
k& in order to open the safa to
proceed to the higher leveis.
The program is 8 cross
between arcade-style action
and an elementary adventure,
combining the two parfectly.
It's exciting with plenty of
variety, excellent graphics and
interesting sound effects.
You'll be a-miazed. And if you
are anything like me, you
won't be able to put your
Electron down. A winner.
Paul Wast

Monster

mission

CASTLE Frankenstein is a text
adventure originally written for
the BBC Micro B and has now
been converted to run on the
Electron.

The plot centres around
Frankenstein's monster.

Originally he was thought

to have parished in a fire 20
years ago. But now, because
of unsclved murders in the
area, there's -a growing sus-
picion that he's alive and well
and intent on vengeancea,

The villagers have elected
you 1o be their champion, and
your task is to find and destroy
the monster.

To help you the cassette
comes with an insert which
gives general information
about the gama.

Something | found rather
strange about this insart was a
claim that the tape was disc
compatible. | suspect this was
intended for the BBC rather
than the Electron,

However it probably won't
be long until the Electron has
discs, 50 curiosity made ma try
putting the tape onto a friend's
BBC Micro with discs.

| feund you could not use it
on disc without using a routine
to move it down in memory.

Even then the save-game
option would only work with
cassette. | would be interested
to know if the same is true of
the BBC version.

On loading the program
presants instructions and
background information. Then

begins one of the best
all-round adventures | have
aver saan for the Electron.

I will not reveal anything
about the actual playing of the
game. That's a pleasure ['ll let
you experiance for yourself.

Whoever wrote this pro-
gram has an extremely dewv-
ious mind, and makes you
work very hard for each piece
of progress.

Yet. at the same time, he
allows you to roam quite a
distance before presanting you
with puzzles to soive. This, |
feal, is the proper way to write
an adventure.

The beginner has lots of
locations to explore to get the
fael of the game, but the more
experienced adventurer can go
through them rapidly to reach
the puzzies.

Thera were a few minor
things | wasn't happy with. For
instance, there's no on-screen
indication of exits. But [|'ve
probably just got into lazy
habits with other adventures.

The program itself responds
very guickly to keyboard input,
and the save-game facility —
which is an absolute necessity
- is very fast,

Owverall, an extremely good
advaenture and excellent value
for money.

Merlin

The frogs
march on

CROAKER is another version
of that well known game in
which suicidal frogs cross busy
highways and then hop their
way 1o safety across a river in
order to reach a hole in the
bank.

One day | am going to ask
someone how come frogs
drown if thay fall into a river?

The program loads reliably
and screen instructions appear
while the main code is being
loaded in.

The configuration of the

»
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LANGUAGES

O RS s b b £14.00
v v S I el T A £14.00
EDUCATION
Invistile Mam DE5) 0 i asas £6.04
FPancrman band 2 0ES) L il ) £8.04
Tree of Kniowledoe (ASH i £8.00
RECREATION
Banditsat 30 Closke (NP 0in CE6.04
Chyass PR sy Ea £6.91
ChUckBERg (AF) .\ ictieioiiiin £6.87
Crime & Detection Chulz. {AS) e £11.00
PR B | 2 e SRR e e £6.91
Cubertron Mission (MP) oo x £6.91
b L T A 8 R R R £6.87
Draughts & Reverst {AS) .00 i £5.00
Escape fiom Moonbase Alpha (MP1 ... £6.91
Feli & The Frait Monster (MP) £6.91
EdlintheFactons (MEP).oaiei E6.91
Hlishaetrtins (RBY.. e £11.00
R R e i SRR ey £11.00
Intergalactic Trader P e L £71.78
e T O e L de i £6.87
KillerGerilla | §MPY oo nmmi v £6.91
Bt SRR T T £8.00
iy e R e R £8.00
Moanraider (MP) .. . E691
Music Oz [AS) ... £11.00
Pharaoh’s Tomb {AF) ... .. E6.E7
Posteon IMBY G s e s £6.04
Rog@lQUEE UAS) 1 oimmersiadscoomsorer i £11.00
Selence FetonQuiz’ 1AS) 00w £11.00
Siarship Command  [AS) i . ES.00
R S T £6.91
TheDating Game. (A5 .0w i £11.4080
What Makes You Tick TR ..o £5.17

AF - A&F Softwvare  MP = Micro Power
AS = Acomsaft TP = Third Pragram
CS - Chalksoft

It’s all here... the very
latest Electron software

Personal shoppers can obtain the
prodicts advertised on this page
from the following retail stores:

Stockport Micro Centre
4/6 Brown St., Stockport,
Greater Manchester.
Tel: 061480 (G539

Wilmslow Micro Centre,
62 Grove Street,
Wilmslow, Cheshire.
Tel- 0625 530891

One-stop shopping for all
that’s best for the Electron

BUSINESS & HOME

MoneyManagement (AS) ...

GRAPHICS

Creative Graphics (AS)
Graphs and Charts (A5

DATA STORAGE

A data cassette

recorder that p
perfectly matches
the Electron h'

£34.74

Fully compatible with the Electron and
specifleally designed for data saving and

loading, the Pye data cassefte recorder {with

free power pack and Election lead) is guerantesd
to end your date storage and retrieval

proaiems.

LK CUSTOMERS: Add 15% VAT.
carriage free. Overseas Sales VAT free,
please enquire for carrizoe rates.

National Micro Centres

Telephone orders:
061-429 8080
(24 hours)

Be among
the first to
own the
electrifving
Electron!

The baby brother of the BBC Micro has
been hailed by the computer press as a
big breakthrough in power and price. This
exceptional machine is already being
forecast to be the top-selling micro of
1984 It comes complete with an
introducton) cassette of 15 programs, a
wery cormprehensive. user guide and an
easy to understand DY book on
Brogramming,

£173.00

Stocks are limited, so it's very much a
case of first come first served. We
promise that no cheques will be cashed
until the machine is despatched.

Electron Dust Cover

[ ORDER FORM

Post to:

NATIONAL MICRO CENTRES,
36-38 St. Petersgate,
Stockport SK1 1HL.

= ftern Please supphy the following:
]
s O e R R AR,
e e

' ...................................
R DR
I ..................
R R PR
i ey

i Attractive credit terms

| Phone for details

I s ]

|

] Pleaze indicate method of payment:

| Cheque pavable to

[] Mational Micro Centres

= Ij Access/ Barclaycard No,

i =
BEw I

|
Qry i
............................ |
....................... i
.............................. i
........... 1
................................. .
1
................. l
St Rt et T I

v |:|:5-__
TIREE THE i vvat ven AL e Ca T =
TOTAL i
[T AR e e S =
L T R W R LA i
................................... i
................................. ]
iR RATESN e THO el K. 1y bl L]
v r s MR et e B e el S, |



From Page 27

kaeys is a little unusual — A and
Z for up and down, while M
and N control lateral move-
ment.

Howaever, they soon feel
natural enough, although |
would imagine that a joystick
would improve matters.

The game’s format is fairly
standard, with five lanes of
traffic travelling in alternate
directions and at different
speeds,

After a brief rest on the
riverbank, there are then five
more |anes of logs and turtles
bafore safety is reached at one
of the five holes.

When all are occupied
bonus points are gained and
the screens becomea mora
difficult. The cars move more
quickly and are more frequent.

Things are even worse in
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the river. Some of the turtles
dive, and many logs turn out to
be crocodiles with gaping
jaws,

The game has little to make
it stand out from its clones.
But the graphics are quite
presentable, with good use of
colour. The key response is
quick and positive.

I appreciated tha first
screen starting at a very easy

level — my six-year-old son
was able to do well at this
initial level, although the
crocodiles made him ditch
many frogs into a watery
grave,

Too often, a game starts
with a level of difficulty that
doesn't allow the young or
inexperienced to achieve any
EUGCESsS,

Here it is possibla to gain

practice on the lower levals to
help mount an atteck on the
author's claimed top score of
12.530.

This is a competent and
addictive version, but without
special features.

Probably the most used
facility will be that which turns
off the awful tune and reverts
to the original sound effects.

Phil Tayler

Watch out, this caterpillar

K Software

Caterpiliar I

HAVE you ever felt the need to
dastroy 2 defenceless cater-
pilar? If you haven't so far,
now's your chance,

Im @ wariation of the popular
arcade game, you control the
black, movable weapon at the
bottem end of a field of
MuShrooma.

You are hungry for points.
The caterpillar is at the other
and, hungry for you.

Hang on to your nerve as
you watch it menacingly
winding its way towards you,
waaving between the mush-
rooms,

As you move from left to
right or up and down you fire at
the caterpillar, blasting mush-
rooms out of tha way, scaring

IS carnivorous

points all the time.

When you hit the lengthy
beasty. a segment is des-
troyed. If you hitit in the centre
then it splits into two.

But it still comas towards
you. Can you destroy it before
it gets you?

While you're whatching it
come closer, you mustn't
forget to fire at a scorpion
which oceasionally appears. A
lot of points can be gained
fram hitting that particular
undesirable.

Watch out, too, fora spider.
He's hanging around the
bottem of the screen and
ready to grab you if you can’t
shoot or avoid him,

A nica little game, one that
has everyone in the room
wanting & go - while you're
reluctant to let them, Graphics
and sound effects are well up
to standard.

Graham Parr

With the accent

on action...

IF you're one of these shady
thardctars who cangoina pub
ar amusement arcade and lose
vourself for hours in a Space
Invaders or Galaxians game,
then this should be right up
your street.

There are fast and slow
levels — and you take your pick
according to how big-headed
you feel. Then launch into the
fray.

¥ou are a lone, ground-
based, tank-like vehicle fight-
ing squadron after squadron of
aircraft, all intent on sending
you to the big electron cloud in
the sky.

The skill lies in dodging the
bombs and the descending
bombers, who have no fear of

Namikazi
A&F Softwarse
ramming you.

At the same time you are
trying to shoot them down.
Bul to add insult 1o intanded
injury once you've annihilated
one squadron another more
challenging one is ready to
take its place.

This is not the most original
game in the world, but it is
cartainly well done,

The action is fast and
furious with more than ade-
quate sound and graphics.

If you are looking for a
classic game to test vour nerve
and reactions this is for you.

Pater Gray
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Are you fed up with
shooting aliens, jumping
barrels, or hopping over
rivers? You are? Then
try an adventure

AN adventure is a fantasy
world which youw, the hero,
have to explore, usually with
the object of finding treasure
or - rescuing  princesses, and
generally. being a hero.

Kids stuff? Not at all.

Tha crafty programmer
who's written the game
doesn’t want you 1o win too
easily. So he makes it as hard
as possible, which is oftenvery
hard indeed.

Balieve me, when you'va
spant an-hour trying to find a
key to open a mysterious
locked door only to find that
the door is locked from. the
other side, you'll be ready to
strangla that programmmer.

An gdventure is like a
detective. novel, full of clues,
puzzies and red herrings. Your
jobis to sift the clues. solve the
puzzies and, hopefully, recog-
nige the red herrings,

What's more, because
you're in a fantasy world, with
its own natural laws, you can
also have goblins, magic or
even aliens to cope with.

Mot quite that easy after all,
is it#

So where do these advent-
ure games come from? They
owe their origins to the
Dungeons and Dragons craze
that swept America in the
mid-1970s.

Two mainframe program-
mers, Crowther and Woods,
wrote a program called Col-
ossal Cave, which simulated a
D&D game, but had more
emphasis on problem selving
and less on fighting monsters.

This  guickly achieved cult
status among other program-
mars, and might have
remained on mainframes but
for an enterprising man called
Scott Adams,

He adapted one of these

B
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massive programs to a 18k
TRS5-80. published it, and the
first adventure for &8 home
micro, Adventureland, was
released.

Since then many advent-
ures have been written. They
can be split into two basic
types — graphic and text.

Graphic adventures get
their name maore from the
graphic action in them than
the pictures on the screen.
though they generally do have
graphics of some kind.

They tend to simulate a
D&ED game very closely, in
that you choose the type of
role you wish 1o play. such as
warrior, cleric, barbarian,
wizard and so on.

On the basis of vour choice
you're assigned strengths and
weaknesses which you exploit
toachieve the objectives set in
the adventure, like collecting
treasure.

Since this tréasure is
almost invariably in the poss-
ession of some monster or
other you spend most.of your
time fighting thern. The result
is that yvour progress -often
seems 10 depend more-on luck
than skifl.

Text adventures earn
their name because they
originally consisted of text
only, and wera based on the
same type of format as the
original Crowther and Woods
game,

Obviously there are now
adventures with both text.and
graphics, so we can say that a
strong sword arm is necessary
for a graphics game and a lot
of thought for a text game.

In this article | shail only be
dealing with text adventures.

If they have their own
history and are considered to
be so good how come you

hawven't heard of them?

We all know about arcade
games, and thera are somg
prilliant versions avsilable for
the Elgctron.

But there are no adventure
games in the arcades, so you
either come across them by
chance or somebody recom-
mends them to you.

You either love them or
hata them, and it'svery hard 10
drag away the adwventure
fanatic from his machine long
gnough to talk about them.

You must have seen one of
these adventure freaks.
Thay're the ones who come to
the computer club bleary-eyed
from playing their latest game
until three in the morning.

Yes; | know you thought he

Was an insomniac, but now |
you know.

What's so special abou:
these adventure games?

| gawve you an idea earlier of
the objact of them, so let's give
you an example from that first
Scott Adams game,

Tha aim i to collect and
stora 13 treasures. To get one |
of them you have to wake 3
sleeping dragon with some
beas:

The bees have to be caugn:
in an empty bottle — after you
have first covered yourself ir
mud to stop them stinging
YO

The bottle Ts full at first and |
has to be emptied over some
lava to get another treasure

However once you get o

L
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the location where you empty
the bottle you need a rug and a
"magic werd o get out. To get
the rug you need io rub the
lamp in another location,

Not only that, you have to
climb down a hole to get the
means to light the lamp, which
you-find by chopping down a
tree, after you've first climbed
it to get the key which opens
the door .-,

Phew! Bit involved isn't?

But that's where the attiac-
tion lies, in solving the puzzles,
progressing through the
locations and getting that final
message on the screen:
“"CONGRATULATIONS! ¥OU
ARE A MASTER ADVEN-
TURER!"

| know it must seem very

‘-_——-_——V

BE ADVENTUROUS

WITH YOUR

complicated, bu! adventures
are totally logical. Admittedly
that logic is sometimes very
abscure but all the puzzies can
bie soived.

And. there is no. groater
feeling than to solve a problem
that has been stumping you for
hours,

Now |'ve got you interested
in therm and you're all going to
rush out and buy up the shop,
let me give you the bad news:
ALL adventures are very hard
for ALL beginners.

The good news is that they
are just like everything else.
The more you do them, the
better you get. | well remem-
ber my first game, and | can
assure you it was not a very
auspicious beginning.

However there are cartain
things cemmon to most
adventures. | will explain how
to cope with them so that your
first game won't be quile as
traumatic as mine.

Most, it nat all, adventures
have a maze in them some-
whers, Often these mazes are
logical, so if vou go North and
then South veu end up in the
location you started from,

Others are not so logical,
but the answer for both is the
same — make a8 map.

If you cannot recoghise
your location from the objects
present, room description or
the direction of the exits, then
drop some of your own objects
and make a map based on
them,

Some adventures have
moare than 200 locations, so it
is 8 good idea to make a map
of your travels anyway,

Another thing common to
most adventures is ending up
in the dark, often undarground
or In unlit rooms. Obviously
you need to get a lamp or torch
of at least some rmatches,

Should you .come across
one in your travels always
check to see if you can fight it
first. Do you need matches or
batteries — or oil if its an oil
lamp¢

If-you do end up in PITCH
DARKMNESS, try and reverse
the move vou have just made.
If that proves fatal, try and find
the lamp and the means of
lighting it before you re-visit
that location.

If you've got the lamp, try
LIGHT LAMP or ON or
anything else you can think of
before moving:

A few other things that
might help you which should
be obvious are to do with
shovels, scenery and ropes.

If you find a shovel it's a
good bet that yvou will have to
DIG somewhere, either to find
4 lreasure or to get an object
that will help you somewhare
else in the adventure.

Examine your surroundings.
If you are in & forest, can you
climb a tree? Or if you've got
an axe, can you chop that tree
down? Can you climb a wall_or
a statue?

If you find a rope it's likely
to be needed =zomewhere,
either to climb something or
perhaps to pull something,

An object that is too heavy
to lift might be pulled if yvou TIE
ROPE-and PULL the object.

There are some general tips
that are applicable to all
adventures.

If the program allows you to
save the game — that is, allows
youl to return to, the location
you have reached should
something you do prove fatal —
then use it before you enter
any suspicicus places, or
befora trying something dan-
QErpus.

If semething doesn't work,
such #s taking a bucket stuck
in the mud by keying in TAKE
BUCKET, then try doing it a
couple of times,

These programmers are a
crafty bunch, apd sometimas
make you do' a thing a few
timas before you succeed.

Always read the room des-
criptions very carefully, some-
times clues are hidden here.
Always EXAMINE everything.

I hope you now have an
ided of what adventuring iz all
about. You never know, maybe
we'll be seeing yow staggering
into the computer club with
bleary eyes sometime.

Happy adventuring!
MERLIN
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BUILD up a library of exciting sounds to enhance
your own programs with these listings.
And many more in the months to come!

From [.G. Fothergill
10 REN PAYTONE

20 FOR A=1 TO 20
30 SOUND 1,-!5 129,2

Frb_m 1.G. Fothergill
L0 REM NUMBER
20 REM BUSY DNE
30 FOR B=1 TO 15
40 SOUND 2,-15,129,7
50 SOUND 2,0,129,7
40 NEXT

BUSY TOUE

From (.G, Fothergill
L0 REM BUSY TONE

20 FOR C= 1 TD 10

30 SOUND 01,-15,149,4
40 SDUND &01,0,14%,10
30 SOUMD %01,0,149,10
&0 SOUND 01,0,129,7
70 NEXT

Cut OFr

From Anthony
and Melenie,
Bradford

SOUND 1,-15,129,1000
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Ananymous

ENVELOPE 1,7,77,7,77,7,71,7,
12‘1&;#1"'1“1 12&!1!&

SOUND 1,1,200,200

ENVELDPE 1,1,127,125,5,31,
-ﬁ’;ﬂ rﬂt Hﬁ.}ai ,~126,1%,13%

=LUNE ’.irlﬁjﬂ

PIUBALL

From Peter Dobbs

ENVELOPE "'15|"‘5;1[2]'q,‘“;ﬂ'|
126,0,0,-126,128,126

SOUND 1,4,26,26

1,2,3,4,5,6,7,8, 128,
'.'l‘_. 0 ..'ﬂi ¥ la| 128

SOUND 1,2,200,2%¢

Do you have any sounds for Sounds
Exciting? Send them into Electron User
and hear yourself in print. The address- |
Sounds Exciting, Electron User, Evropa
House, 68 Chester Road, Hazel Grove
Stockport SK7 SNY. |
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R,

T ?

IT'S the end of the 21st
century and the Earth has
used up the last of its
minaral resources.
To meet tha demand,
prospectors are sent out to
the Asteroid beit to collect
planetoids which contain
the precious deposits.
Life in deep space is
difficult enough, but com-
petition between the pros-
pectors makes it worse.
it's not unknown for an
unscrupulous one to lay
mines on some of the
asteroids.
You play the part of one
of the prospectors, collac-
ting the red and green
asteroids. The red ones will
give you 10 points, the
graan ones 50.

You have three lives in
which to amass as high a
score as possible.

And yvou'll need all three
because if you collide with
an asteroid, or pick up a
mine and can't defuse it,
you explode into a cloud of
interstellar dust.

It's up to yvou. Remem-
ber, the Earth needs those
minerals.

Good luck!
P“o{;EDUHEE o By ERIC H. CRISP :
e ;
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PROGRAM
CHANGES

The game can be made
harder or easier by making
some or all of the following
changes:

Time allowed for defus-
ing a mina: The total time
allowed for this is given by the
value of 2% in line 130.

The time allowed for input-
ing one letter is governed by
the INKEY wvalue in line 150.
Increasing these values allows
more time.

Asteroid speed: This is

governed by the value of D%.
The larger its value, the faster
the asteroids move.

It is initializsed on line 40
and is steadily increased
through the game on line 330,

Asteroid collection: The
first comparison on line 300
affects the accuracy with
which asteroids must be
collected.

Collection is made mare
difficult by decreasing the
number that is compared with
ABS{X%1%)+ 16).

Number of asteroids: The
maximum number that ¢an
appear at one time is governad
by the range of 1%. Its range is
given by the FOR NEXT loops
that start on lines 670 and
930.

Note that the program has
been written for five asteroids,
If more are desired then the
DIM statement on line 390
must be changed to allow
larger arrays — that is, the
numbers in the brackets must
be changed.

Also note that more
asteroids will slow the game
down due to the extra process-
ing time neaded,

Lives: The number of lives
iz held in G% which is
initiatized on lime 40.

10 REN ASTEROIDS

20 REM (C) ELECTRON USER

30 MODE &

:PROCInstruct
:PROCInitial

40 REPEAT
161=3
tRT=0
s D=0

50 REPEAT
+MODE §

:PROCSetup
:PROCPLay
TUNTIL F2

40 MODE &
tPRINT TABIS,10) "You
scored "3 AL
$#FELS,0

70 PRINT TAB1S,15)"PRESS
& KEY FOR ANOTHER GAME®’
'» R RETURN FOR
INSTRUCT 1ONS™

B0 IF BET =13
THEN RUN

50 UNTIL 0

100 REM #### Boohy #eés

110 DEF PROCBooby

120 KEV$=CHRS (RND(Z26)+b41+
CHRS (RNDI28)+44)+
CHRS (RND(26) +64)
LR

130 TIME =-200
: Th=100+RND (400)

140 SOUND 1,1,100,255
ths="" _
:REPEAT UNTIL TIME 20
1PRINT TRB(O,01KEYS
150UND 17,1,150,233
$#FRIS, 1

150 REPERT
1A$=0%+ TNKEYE (2000
1UNTIL A$=KEY$OR
TINE 311
1#FX13,0

160 1F ASCKEYS
THEN PROCCrash

Full listing starts @
on Page 57
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This maths workout. is
based on articles that
originally appeared in The
Micro User. Qur thanks to
our “g-brother” magazine
for permwssion fo use it

VWELCOME to the first in a
series of articles in which
we hope to take the
mystary out of understan-
ding thes fundameantals of
the Electron’s workings.

All tooc often even compe-
tent Basic programmers tend
to shy off such topics as binary
coding, hexadecimal and
assambly languags because it
seams 0o “mathematical”.

This is a graat pity, because
the Electron is 50 constructed
that a little knowledge in these
fialds allows you to take full
advantage of its advanced
facilities.

The mathematical aspects
of the subject aren't at all
deep. Certainly anyone who
can follow Basic should ba
able to cope with this series.

If you feel that despite qur
best efforts we still haven't
axplained something fully
anough, please write in and
tell us. We'll try to rectify the
situation in later articles,

First we are going to look at
binary code.

This is a way of handling
numbers essential to our
understanding of what goes
on inside a computar,

Binary is just a way of

MIKE BIBBY'S

MATHS

workout

Exercises for the Electron

coding numbers in 8 way
particularly suitable for com-
puters. It's actually guite
simpie.

What often confuses begin-
ners is the fact that the binary
system codes numbers in a
way that can look extremely
like the way we normally code
numbers,

For example, if you were
presentad with a number 100,
you would probably decode it
in your normal way and say it
was "one hundred”,

That, however, is just one
wiay of intarpreting it. If you
decided to decode it as a
binary number, you would
interpret 100 in a completaly
differant way and say it meant
the number “four”.

iNever mind exaclly how
vou arrived at that conclusion
for the moment.)

This is what often causes
problems. People are so used
1o dealing with their numbers

COINS

8p 4p 2p 1p

1p ; 1

2p F 0

I 1 1

Ap 1 0 !

B t 0 1

T Bn 1 1 0
0 Ip 1 1 1
I Bp 1 0 o 0
L n.p 1 i 1] i
[ Hip 1 ] 1 0
1p | 1 0 - 1 1

12p I 1 0 0

i3p 1 1 g i

14p l | ] 0

15p 1 1 1 1

Figure I
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in the normal way that 100 is
always ""one hundrad” to
them. They can't make the
shift necessary to decode it in
binary as “four”.

Actually it is rather ambigu-
ous. Presented with 100, do
you irnterpret it as “one
hundred” aor “four”?

Our rule will be, if you mean
our usual way of dealing with
numbers (the hundreds, tens
&nd units you fearnt 8t school—
ar to put it more formafly, the
denary svstem) you write the
number in the normal way.

If vou wish the number to be
decoded as a binary number
you put the symbol % in front
of it. So 100 means “one
hundred” while %100 means
“four'’,

So far so good. We now
have a marker (%) to warn us
that we have to decode the
number in a special way as a
binary number,

Howevar before you
decode you need a rule for
decoding. So how do you get
the number “four” from
HA00? What's the rule?

Let's take a detour for the
moment, and think about the
coing we use every day. Our
currency, until recently, con-
sisted of these coins:
50p, 20p, 10p, 5p, 2p, and
1p lignering the half-pencel.
We can combine them to give
BRY SUm we wish,

For example:

78p iz 50p + Z0p + Sp or
S50p + 10p + 10p + Spand so
o,

We are all familiar with this.
Often we use multiples of
coing to make up 8 sum. Far
axample, 5p can be 2p + 2p +
1p.

Using the samea coin twice,
though, often means that we
end up camying unnecessary
amounts of change. | for one
don't like doing that,

Sometimes, however, with
out present coinage system
wa have to use the sama coin
twice to obtain certain sums.

You cannot, for instance,
make up the sum of 4p
without doubling up coins. To
avoid repeating coins we
would have toinvent a 4p coin.

Let's do that. In fact, let's
invent a coinage system where
you never have to use the
same coin twice.

First of all we would need a
1p coin and, of course, a 2p
coin. We cannot use 1p + 1p
for 2p because it bresks the
rula!

Mow 3p can be made up of
1p + 2p. But for 4p we'll hava
to invent a 4p coin.

Equipped with that we can
make Sp (4p + 1pl, 6p [4p +
2pl. and 7p [4p + 2p + 1pl

In ebtaining 7p we used all
our available coins, 50 now we
have to invent an 8p coin.

If vou work it out — and |
suggest you have a go — you
will find that with the coins
vou have at your disposal (8p,
4p, 2p, 1p} vou can make any
sum up to 15p. Then you
would have to invent a new
coin, 16p.

Notice how the coins we
hawve created have doubled in
value: 1p, 2p, 4p, Bp, 16p.
Mo prizes for guessing what
the next one is,

Lat’s summarise our results
inatable (Figure 1), Hera | have
used the columns to show the
coins available and the rows to
show how the various totals
are made up.

A1 ina particular column
means that we use that
column’s coin, and O means
that we don't use it

Lock at the row for Bp. It
hiag 101 on it,

According to our rule this
means we pick out the coins
4p and 1p land NOT 2p) to
make up the Bp total:

4 2Zp 1p
b | o 1
=+ 4p + 1p=5p




Denary | Column or Bit Values Binary
Value ] 1 2 1 Value
T 1 %1
2 1 g %10
3 1 1 %1
4 1 [ o %100
5 1 i %101
B 3 ’ 0 %110
ot i 1 1 %111
H 1 [V il 0 %1000
g 1 8 0 1 %1001
10 1 o 1 0 %1010
T 1 8 1 1 %1011
12 } 1 ) i %1100
13 1 1 o 1 %1101
14 1 i 1 B, %1110
15 1 1 1 1 %1111
Figure I
Mow let's get back to table to check it.

computers by droppeg all this
talk about coins and redraw
Figure | to show e same
information but without rafar-
ring to money — just meembars.

Figure Il i= the new table. s
wou ¢an see, théere s Htie
change.

We can use this table to
encode numbers n peneral,
fot just coins. We call this
rmethod of encoding the binary
system,

Remamber, o showe that

Similarly, %1101 would
mean 13 in the denary system
since:

8 4 2 1
% 1.1 0 1
=2 B+4+1=173

By now you should be able
to work out for yourself why
%100 represents four,

From the table, or by using
the addition method |'ve just
illustrated, see if you can
decode the denary values of
the following binary numbers:

you only use two symbols, O
and 1, to encode numbers.
Hence binary, bi-for two, as in
bicycla.

You can encode any
number that you want in
binary. Just use more columns
{or ""bits”" Bs we say in
computar jargon). remamber-
ing that each new bit is worth
double the praceding bit.

However it does get terribly
cumbarsome. For example,
100 (denary) encoded in
binary [s %1100100 since:

6432168421

%1 1 00100

— 64+32+4=100

It is much easier to handle
the number in our normal
system.

To a computer this presents
no problem. Thea fact that
binary only uses two symbols
is a bonus because you can
represent numbers with a
saquence of "switchas™,

Switches are what we call
“twa state’”. They're either ON
or OFF,

i we have s sequence of
four switches together we can
encode numbers by having
them aither ON or OFF,

We could use ON to meana
1, and OFF to mean & O in a
particular column;

B & 2 1
ON OFF ON ON
- %1011=11

Each of these “switches”
represents a bit, and a
computar memory is full of

With this type of organig-
ation the largest number you
can store in a byte is 265
gince:

128 64 32 1684 21
. T R o ety T B [RGB
~+ 128+64+32+16+8+
A4+2+1=255

Of course the computer can
handle larger numbers (ang
not just whole numbers) but to
do so0 it must use more than
ona byte.,

Converting a byte from
binary to denary is fairly
straightforward. Simply write
it down under the appropriate
column (or bit) values and add
together the value of all the
columns in which a 1 occurs.

For example, given
10010101 you translate as
follows:

1286432168421
% 1 00 10101
> 12B+16+4+1=749

Going from denary to binary
is not at all difficult, but it is
rather hard to put into words.

You do it by subtracting
from the number you want to
encode the value of each
column in turn, starting with
the highest (i.e. 128, 64, 32
and so on).

If you can subtract a
particular column value you
put a 1 in that column and
continue 1o subtract the next
lower column value from the
remainder.

If you cannot manage the
subtraction you put-a 0 in that

we mean a gi*—-'af_- TATEEs Wl %1001 hits. column and try to repeat the
precede it with = % 101 The 6502, which is the subtraction with the next
So if you see. for example, = 11 microprocessor at the heart of lower column number,
%101 means %1101 the Electron. deals with So, starting with the high-
4 2 1 % 111 524,288 of them. est column number (128 in our
% 1 0 1 You can use the program To make things simpler, the case), you:
—» 4+1=5 accompanying this article to 6502 handles the bits in REPEAT
That is, we add togsther the check your results. groups of eight bits at a time — 1. Attempt to subtract the
values of the colsmas contain- You've probably noticed by the group of eight being called >
ing 1. Look at row 5 of the now that in the binary system a8 byte,
143 128 | B4 32 18 B 4 1
128 128 goes ~ st 10 1 A3
21 6432 can'i go — set o 0 a0 ]
—16 16 poes — s8t it to 1 1
5 B can'tgo —setto D ]
4 £ goes — set o 1 1
1 2 can't go — set to D
i 1 goes — 8t 1o 1 1
1] | ] i] 1 (i 8 1 1

Figure ITI
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TR | Excmng and 'original sofiwar%
T B
DYMAB YTE ”v-— _# | for the Acorn Electron |
L Al o Software ' B NAEYTE ; i ; SR ) R p&ﬂl

e .;l___.; o s ﬂ = :j H :J oy o e
eV DSUNTRUNE SYRNSPOMS
Mad Marco ks on the rampage and
hasa blown the bridge ta the mainland.
The panic-stricken population are
nurling themealves inta the shark
imlested walers and your job is ta
bounce them 10 salely whilst avaiding
the marauding sharks and the
desperate attampte of Marco 10 blow

Classaic representation of Lhe
real thing Incorparating excellent |
high rescluttan smooth acticn
araphics for accuracy and making
tull usa of sound. Start practising
now and avoid being hustled, You
control the cue angke and strangth
of shot. A real pleasure 1o play,

|
I

Machine CGode £7.95

up your literatl. This highly original. ] e 3

.Falii'.:'lar'd furious game i.s,?u'.IFm :5;?5-.;|a| I!}] 'a "f ﬂ-.,'d-"_? C:jiﬂ :j
featuras and options deslgned o

make your task harder ss you get An exciting and colauriul game
better gormplets in every detail witn tumbling
Machine Code £7.95 Jokeys, realistic horaes. TV van. tote

,.fa i e 2 : KP' L ¢ “,,I and leader boarda, waving crowds

Y Teirmyidie 'qu' e U!j el u{- = 0 : and much mora, Don't foge your

MU? P'\.}LF'C!' = SUlun a3l e maney 2t the track, iry HORSERAGE
instead. Suitable for 1-8 players.

Basic + M/C £6.95

{all programs require Serles 1,05)

Alzo avallable:
ELECTRON-AID. An extremely useful 2 program utility which simplities some of
the more difficull aspects of programming your computer.

GHARAGTER. Easlly defines/edits mullicoloured charactars. VDU 23
stalemanis are automatically generated and can be saved for later uae.
Characters alsa displayed normal size on screen.

SOUND LAB. Experiment with up o 7 envelope and 15 sound commands
simultanecusly. Sounds can be played individually or in sequance. All
parameders clearly displayved and sasily aiterad.

Comas completa with full docurmentation and a usar key strip

Excellant valua at anly £6.95

All programs available from most good computer shops or direct from

DYNABYTE SOFTWARE (Dept. EU4)

31, Topclitfe Mews, Wide Lane, Morley, LS27 8UL.
SAE for Catalogue (Please inciude 50p p&p) Trade Enquiries Phone: 0532-535401

THE HOME COMPUTER
SPECIALISTS

SOFTWARE

Ceught in the capitalistic pursuit of
corporate expansion, your ambition is
to atlain the ultimate accolade - the
key to the sxecutive washroom! Aveid
e gager f2uemen in tha lifts ready ta
{ hinder your climb to powsr and
| beware of oo much stress resulling in

high plogd preseurs, Refinitely natfar
the faint hearted entrepreneur,

Machine Code £7.95

Easy Parking at all branches

TOLWORTH

230 Tolworth Rize South,
Tolworth, Surbiton
Surrey KT5 SNB

Tel: 01-337 4317

WITH MORE BRANCHES THAN ANY | [ioCRAtiFOWER SUTTON
OTHER ACORN DEALER WE OFFER | supeRior soFtwane | 0Siaiorfoed
A&F Surrey SM2 6BS
SIMON HESSEL Tal: D1-642 2534
= MOLIMERX

114 Gunnersbury Avenue,

FORYOUR ACORNSOFT Ealing, London W5 4HE
Tel: 01-992 5855
ELECTRON PERIPHERALS
AND DISCS SINGLE/DUAL LUTON
TORCH 280 DISCS 1 Manor Road,
Caddinglon,

CUMANA DISCS

Luton, Beds LUT 4EE

BBC MICRO

PRINTERS Tal: (0582) 45857 5

JOYSTICKS

MONITORS MILTON KEYNES
CALLINATYOURLOCALBRANCH B & W/COLOUR Unit 1, Heathfleld,

Stacey Bushes,
Miltan Keynes MK12 EHP
Tel: (0908) 317832

LIGHT PENS

FOR FRIENDLY ADVICE AND BBC BUGGY

SERVICE.

SEE A COMPLETE DISPLAY OF
HARDWARE & SOFTWARE TO BUILD
UP YOUR ACORN MICRO SYSTEM

Large range of books, NEWBURY
diskettes, cassettes and 28 Stanley Aoad,

. . Mewbury,
printer paper always in Berks RG14 7PB

stock. Tel: (0635) 30047
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From Page 37 way quite simpla. can be stored in one byte), or two ideas, such as AND,

To finish off, I'll leave you Try It with wvarious values  that may not be too familiar to
relevant column rumber  with a program to printoutthe  and see if you can accept the  you as yet
(highast first). binary value of @ number resuits. Warry not. Watch these
2. |F you suceeed then put a between O and 2550 (i.e. that The program itself uses one  pages

1 in that column number
and continue to subtract

other columns from the L0 REN Beissednsbinnsbrest
remainder. ELSE put 3 O in o This listing was produced using a
that column, special formatter which breaks
LUNTIL all eight columns are 20 HE,H * ELECTRON, USER ona program line over several lines
covarad. B4 ¢ ™ of listing. Whan entering a line
Figure Il should make it I0 REM REREEFEREFRERARRLEE don’t press Return until you come
clearer. L ' to the next line numbear. Full
Ih pragtice, when faced [ &0 NODE 4 details of the formatter is givan on
with encoding & number from So 0N ERROR 8070 230 Page 4 of the Fabruary issue.
denary to binary | tend oo it :t;t REFER]
in my head; sesing which iy
column values will add 10 #£315,1
together to make the sum B CLE 140 FOR Ii= 7 70 0 EONTINUE,ESCAPE TO
reguired, starting with the gy ah=d | ENpe
Mighesy AOAL 100 REPEAT 170 BRINT TAB(30-4812 210 REPEAT UNTIL INKEY (=9)
For example, if | were to e i ;
ancade 18 i iy | woilkd 110 PRINT TAR{0,31CHRE {133) gt 220 UNTIL FALSE
say. “Well, | can ose 128, so 120 PRINT TAB(I,5); 180 FRINT TAB{30-8211 230 END
that leaves me 33 o find. 33 STRINGSIT," JA211241% AND denaryll/
can be made up of 32 and 1 s0 1307 INFOT. TARCL, 5] "Denary b3
thatdoesit: 128+32=71=161. “danar vl 180 NEXT Thizs listing is included in
So | encode it =s it . ' " this menth's cassetie
128643216842 1 140 DRTIL denaryio=( 200 FRINT T"'E.‘-a'zu-*: tape offer. See order
% 1 0 1 DOOO1 I’J.’il_l_ll denaryidloh CHR% H..’_PE}EHH 1157) form on Page 43,
=%10100001 150 PRINT FARLL 120"E" CHR$ {1Z1)"GPACE T0 i S TR
After a white you'll find this

SC Wade & nei Mosy B RAC Wode B 0L Moded & and Hodel B
I"I— | i e
-' e T Ty
e Lo @)
e Eh o
R S
& rnaTEGY CAMES -
i3 STRATEGY &
Alrling Crallas Com Cropper
FHiacks, stries, craghes ang Lan you &mass enough paetro Lirited cash and droughts are two
sparaling foed cosis must atl be dollars 1o take gver-the Euing of tha problems facing the farmear.
cvercoima F you Bre to succeed at empire. Cut throat business and an Planting, feriilizing and harvesting
thes game. A wing and a prayer will eyl for the main chance may get must all be done ecanomically il yau
not ba encugh o turn your £3 you there but you'll nead nerves of ara 1o reap the rewards offerad in
i I the time sleal to overcome the oil King of Carn Cropper. You choose the
allowed r fenancial wizardry Dalas. rmethod that will bring you sugCess.

wifl enabia you 1o take over Britizh
Airways, or wili i

BUSINESS STRATEGY GAMES - £6.95

Selected titles available from Greens, Boots, Rumbelows and all

good computer shops or Cases Computer Simulations Lid.,
14 Langton Way, London SE3 7TL,
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THIS program produces a
frieze, a repeated patiern
like the one pictured here.
A frieze in its most basic
form is simple to produce
on an Electron, as it is
merely the repeated draw-
ing of one figure.

Creating the figure is
probably the most difficult part
to understand. Here it is made
up of 25 user defined charac-
ters. listed in the DATA
statements at the end of the
prograrm,

By altering them, you will
be able to produce your own
friezas.

As you'll discover, the black
side borders are introduced to
mask out the screen wrap-
round which occurs whan
printing characters with the
text and graphics cursors
joined.

Why not use the program to
produce your own friezes? You
could make a fortune desig-
ning your own wallpaper.

All you have to do is to
decide on the figure you want
repeating and note down the
numbers for the YDU 23
statements of all the user
defined charactars used.

It's just az we do in our

ALAN PLUME shows you
how to create effective
screen patterns by
drawing just one figure

decimal ~ hexadecimal
BB R
129 8t
189 _BD
165 . A5
165 A5
188 8D
129 -
255 FF

Figure I: Decimal and hexadecimal
numbers for the same character

mionthly Casting Agency.

The complicated bit is that
the program uses 25 user
defined characters to make up
one figura. It arranges them
into one block, using the
methods shown in Casting
Agency in the November issue
of Electron User,

It then prints this block aver

and over again o produce the
frieze,

Let’'s try out a simple
pattern. Rather than makeupa
figure out of 25 usar defined
characters, we'll just usa the
same character 25 times ovar
o make up the figure.

Suppose we use tha
character shown in Figure |
We would define it, just like

| REM FRIEIE
3 REN IL) ELECTRON USER

i

lbeWEd
15 FOR C%e224 70 248
20 VIH 2300 o
2SI READ NS

80 Dl 5 -

S TMRE R
&3 FOR I3=224 10 244
oS
70 FOR 1%=J% 10 Jied
75 A3=AS+CHAS I3
B0 NEXT
85 A¥=A$4BSs
90 NEXT
85 FOR Y¥=192 10 832
-~ BTEP 320
100 FOR X%=0 10 1240
 STEP M)
105 NDVE 1LYy
110 PRINT M

2 REN BY ALLEN PLUNE

30 FOR %L 10 ISEMEP 2 -
35 VDU EVAL CUHMIDEGRE . S FOR WpeSST U0 RRT
IS0 FOR C=-BO TO 1860

135 NOVE 1L%3

IO PRINT 88

HsNET
- IS0 MERT
155 GOOL 0,178 e
~ LAO VDU 24,0:0:100:1023518
185 VDU 24, 118003 82793 1023; 14

55 BSSSCHRS 1045TRINGHIS

Thiz listing was produced using a
spacial formatter which breaks
ona program lina aver sevaeral linas

Paga 4 of the February issue.

- 205 END -

210 DATA 0000000000000600
- 215 DATA TFO0003CO2010101
720 DATA 00B0404040414343

225 DATA GJ0F{FIFFFFFFFRE
- 230 DATA EOEOCHCB981R3870

) of listing. When entering a line |
o} don't press Returm until you comes

=) to tha naxt line numbar. Full

details of tha formatteris givenon |

U5 NERT
120 MY

GTEP b0

170 BCOL 0,828 =

175 VDU 24,100;0;1480; 24546
180 VOU 24,1005 1000;1180; 1027

ik

SR

90 MOVE 100,17
DRAH 106,1023
195 MOVE 118017

 iDRRE LSOO
WOV -

— 235 DATA £080909090508887
240 DATA 1CT272F 28ERETCOL

745 DATA 47470FLE1BOICIED
- 250 DATA FBELOTLFFFFFFFTC
- 255 DATE EOEDEOCOLOBOOGOO

245 DATA 03CIO1I83BFOF2EE
270 DAT& EBECCCICFO7BOTOE
775 DATA 0ODOFO0S04024140
780 DATA 0G00000000000000
- 785 DATA OFOFIFIFTFTFFFFE
290 DRTA CECFCFIFIFIFIETE
- 795 DATA 2023202010080802

330 DATA CODOI0S40CLCO000
| This listing is inclfuded in

.| tape offer. See order |
| fornr en Page 43.

any other Casting Agency
character, with a VDU23
staterment, In this case:

VDUZ3, 224,255,125, 189,
165,185, 189,129,255

We use this 25 times to
create one block. If | was
craating a more complicated
block, each user defined
character would probably be
differant.

This would mean some
planning on a piece of paper
beforehand,

Happily the program saves
us a kot of time and trouble
because it will do all the
arranging for us.

What we have to do is put
the last eight numbers of the
YDU statement into tha DATA
statements at the end of the
program.

Mormally we write the
rumbers afterthe VDU23 224
in ardinary decimal figures.

However this program
makes use of hexadecimal
numbers — that is, numbars 1o
tha base 16,

Don't worry too much
about these. Wea will be
covering hexadecirmal num-
bers in a future Maths Work-
out feature in Efectron User.

300 DATA COBOTORAOCLBOT0E -
305 DRTA 00C0000000000040
L0 DATA FOFICIOF3EG00000
315 BATA FCFSE0OD0C000000 -
320 DATA 000G000000000000
325 BATA 0001000000000000

this month’'s cassette

Program |

Use Program |l to change
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each of the last eight figures
into hexadecirmal. You then
putthese odd looking numbers
inta the relevant DATA stata
mants, one after the other
Wwith no commas.

W will coma to this =frer
we'va seen how each of the 25
DATA stataments a1 the snd of
the program correspond io
gach of the 25 characiers that
make up the blocks of the
frieze.

But first, key in Program i

L0 REN PROGRAN 1]

20 REPEAT

30 PRINT *ENTER THE

NORMAL Mmazs

40 INPUT decomsl

50 PRINT*THE MEZADED 1ML
SIS ' Mdecimal

&0 UNTIL FALEE

Figuri |l shows how one of
these blocks, or Ggures. is
made up of 25 wser definad
chiaracters.

The top left character of the

biock — numbered 1 in the
diagram — has s VDU data,
which are the last eight
numbers cofmwerted o hexg-
decimal, stored affer the DATA
of line 2100

The next, member 2, has its

If you still cannot ses how
the characters fit together to
rake the blocks, try changing
tha figures in the DATA
statements and see what
happens to the patternz,

The last eight numbers of
the VDUZ3 224 making up my
character have bean convertad
inte hexadecimal, using Pro-
gram 1|, and placed in the
DATA statemants, one after
the other without commas.

The 255 becomes FF, 129

pattern. This is far easier to-do
than describe.

At first, just try vour hands
at simple patterns like mine.
Then as you get mors con-
fident try more complicated
figures.

It's great fun, and shows
just one way in which your
Electron can be used as a
design toal. | look forward to
the results,

YRU23 numbers stored in fine becomes 81 and so on. This
215... and so on wntil tha means that: 1 2 3 4 &
figutes for character 25 are 255,129,189,165, line line line line lin
stored in line 330 165,189,129,255 210 215 220 225 230,
In-my case. | just want oy hecomes:
simple patte repested 25 FFEB1BDASASBDS1FF
times to form a block. so my Mow when | run the main B i 8 9 10
DATA statements are all the program  with thess alterad line ling: line line. ling
same, as shown in this fisting: DATA lines | get a brand new 235 240 245 250 1255
210 DATAFFR|RDASASERIFF 215 DATAFFB1BDASASBORIFF 11 15 13 14 15
215 DATAFFEIZ3RSASEDEIFF 280 DATAFFB1BDASASEDZIFF line ling line line line
220 DATAFFEI3DASASEDAIFF 283 DATAFFBIBDASASBOBIFF Z60 2B5 2370 278 280
175 DATAFF31EDASASBDAIFF 290 DATAFFa1BDASASRDRLFF
230 DATAFFS{BDASASBDEIFF 293 DATAFFEIBLASASBOEIFF 186 17 18 19 26
235 DHTAFFEIEDASASEDRIFF 300 Dﬁ[ﬂFFﬂj‘HDMiEEDﬂIFF line line line line ling
240 DATAFFE|EDASATEDAIFF 105 DATAFFEIRDASASEDSLFF 285 290 295 300 305
245 DATAFFSIELASASRISIFE J10 DATAFFBIRDASASRDAIFF
© 250 DATAFFaIEDASASREDEIFF 315 DATAFFBIBDASASECEIFF 24 30 23 24 25
233 DATAFFBIBDASASBOBIFF 320 DATAFFB1B0ASASEDRIFF linvg lirie line fine - line
260 DATAFFE1BDASASBDBIFF 325 DATAFFS1BDASASBDOIFF 310 315 320 JZh 330
263 DATAFFGIBOASASBOBIFF 330 DATAFFS1BOASASBDGIFF :
270 DATAFFBIBDASASBOSIFF Figure If: One block of 285 characters and
the ines where their data is stored
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Save typingin
programs from

EIEEWH{E’.l&rby
sending for these
Program-packed - -

“# ORDER FORM

All prices include postage, packing and VAT,
and are valid to April 27,

Please enter number
reguired in box £

=

Electron User
annual subscription

UK E12

EIRE £13 (IR £18)
Overseas {Surface] £20 I

Overasas (Airmaill £40

TOTAL

Commenca with issua

Electron User
introductory issues

£1.650 UK
£1.75 Owversnas (Surfacel

Complate satof & [ |

TOTAL

Electron User
back issues
Fetsruary

£1.25 UK March
£1.50 Ovarseas (Surfacal

Airmail prices on application

TOTAL

Electron User tapes
£4.75 2B introductory programe
(U B Overseas) Lunas Landar. Fahruary
Chicken.  March
Spacehike, April

TOTAL

Dust Cover

£3.95
(WK & Overssas)
g2 ] e

Binder
£3.95 UK
£5.00 Oversaas
TOTAL
Payment: please indicate method (/) TOTAL

Access/Maatercharge/Eursesrd
Barclaveard/Visa
Armeérican Express

Card No.
Expiry Date
[ cheaue/Po made payable to Database Publications Ltd

MName

Address

Send to: Electron User, FREEPOST, Europa House,
63 Chastar Road, Hazel Grove, Stockport SK7 SNY.

(No stamp needed it posted in UK) Seaso aliows 28 dops far dafivary’
You can also order by phone
Telephone:

24 howrs

Dan't forget to guote your credit cand numbar
and give your full address
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MCMILXXXIV

If you thought your micro had more to do with the future than the past, let
MIKE MAHON show you how to conquer those ancient Roman numerals

YOU may ba a whizz at
decimal arithmetic or can
think in hexadecimal and
binary. But how guickly did
yvou work gut the title of
this article?

The program listing given
here will let you do just that —
convert Roman numerals to
decimal and wvice-versa. But
maore abhout the program later.

The Romans used a seven-
charactar — septal — system for
numeration. These characters
and their decimal eguivalents
ara shown in Table |.

Initially the Romans them-
selves used up to four
characters of any oha type to
make up a8 numbar, such as |1l
for 4

But modern usage is based
on the subtractive systam
whereby only three charactars
of a type are used togethar and
then one is subtracted from
the next highar valuea, like [l
for 3 and |V for 4. We will be
using the subtractive system
here.

Did you know that the
. largest number you can have
using this system is 39997
The program described here
vorks in whole numbers —
integers — from 1 to 3999,

Do you know that the
longest roman numeral is 15
characters long? The answer
to this, and some other
frequently used figures, is

given in Table I

The pregram is written in
BEBC Basic and may be said to
be structurad in that it is made
up of separate modules,

It does not wse GOTOQ or
GOSUB ar refer to line
numbers within it, and the
main variakles and procecdures
ara reasonably self explan-
atory.

This should enable the user
to readily modify the program
for his ar her own needs, such
&8 by adding routines for
testing and scoring pupils or
for printouts. i

The main program occupies
lines 100-200, most of which
is concerned with precaution-
ary features such as switching
off the cassette motor and
printar, If available, and disab-
ling the auto repeat. Cursor
editing and capy key functions,

It alzo forces the program to
re-run if -either the Break or
Escape keys are pressed,

The only way to exit the
program and reset all the
functions to narmal is to press
the Control and Break keys
together.

The rest of the program isin
the procedures, which are
listed and explained in Table
1.

The main algarithm — the
programmed formula — far
decimal to: Roman conversion
is in lina 730, This steps
through the dacimal number
and picks out the appropriate
roman characters from the
data table fed into the array
romang.

The other algorithm, far
Roman to decimal conversion,
iz a little longer and resides in

lines 1200-1320.

The majority of the program
is concerned with — as usual —
trapping user errors and
presenting information on the
Screen.

Most problems are catered
for and only wvalid inputs &re

allowed. |t is, however, assan-

tial to use the Electron with the
Caps lock ON and the Shift

lock OFF as at switch on. It is
left as an exarcise to the reader
to find a8 way around these
problems.

Aleo, what about adding a
routine of your own for
convarting hexadecimal to
Roman numerals using the
inbuilt facilities of your micro.

Oh ~ the title of this article?
1984 of coursel

Homan [ X L c B M
Decimal 1 5 18 50 160 B30 1000,

gt o el

Table |

Comment Aoman

Smallast 1
Largest
Longast

MMM CMXCIX
MMMDCCCLOCEVI
MLXVI

RACHILXIX

MCM LI

Battle of Hastings
Men on the Moon
Birth of Micro User
& Electron User
The next century M

e i,

Table ff

PROCEDURES

PROCdata Fills array roman® with all the valid
Roman numeral character groups in
units, tans, hundreds and thousands,
Digplays the program title and lists
the three options available.
Receives decimal input for conver-
sion to a Roman numeral.
Converts decimal input dec to
gquivalent Roeman numeral
remnums,

Receives your Roman numeral ANE
for conversion to a decimal number,
PROCromananalyse Converts a Roman numeral to &
dacimal number.

Lists decimal and Roman numbers in
‘the range speciflad by start and
finish. :

Allows only the 10 valid decimal and
7 valid Roman characters to be
antarad.

Tells you that yvour entry is not valid,
for example not in the renge 1 to
3999,

Displays massage to terminate your
input,

Waits for vou to have another go to
change your option,

——

PROCtitle
PROCdecinput

PROCdecanalyaa

PROCromaninput

PROCIist

PROCchackinput

PROCinvalid

PROCreturn

PROCpause

Tatle jif

i I|‘II .



s = e B A e e e e B e e e e A

NOﬂﬂMmﬂwﬁmm
Ho RER Mike Hzhon
(20 REM (C) ELEETRDﬂ UEER
130 "ﬂlll 3
-,1mﬁmku
135 #FRd, 1
140 iFEHﬁ EfLu’n RUN:M
145 #FH11,0
150 HOLE &
140 ON ERROR RUN
170 DIN rosan$td, 10!
180 PROCdata
130 PROCtitle
200 END
(e
500 DEF PROCdats
510 DATA 0,5, L5 EIL. 0¥
LV ML
520 DATA DX, %8, 700,00
ol LN LI X
530 BATA 0,000,000
. 0,0E,BEC, BOLC, I
G40 DATA 0% M e
- ,0:0,0,8,8
550 FOR ront=l 78 ¢
aFiR cell= 0 M0 %
¢READ romantirosl
el
- sNERT
- THEXT
546 ENDPROC
chiss
400 [EF PROCdecispet
505 pkay$="12385678%0"
- inaxlen=é
610 CLS
- tPROCreture
"'r'mni TAR{2,3) "Eater
ﬂm #al nomber
PRﬂﬂclwct;ﬁput
‘detﬂ‘ﬁ. dekringt)
&EB IF dac {1 OR deciT98°
Eﬂ de:{.‘rlﬁ {gec)

THEH FHﬁEiﬂﬂh#
~=-FRUE;1EE1M
536 PROCdecanalyse

&40 PRINT TABI(B,8) “Roman
'iFﬁ*%#i%-ﬂ

ongeeral
&ﬁﬁ PROCpause
- :PROCdecinput
560 EH%PRDI
69?
700 fﬂEF PROCHecanal yse

800 DEF PROCeonaninput

This listing was produced using a special
formatter which breaks ona program line over
several lines of listing. Whean entering a line don’t
press Aeturn until you come to the next line
numbar. Full datails of the formatter are given on
Page 4 of the Fabruary issue.

tronchari=""

?_2+.‘r EEFEFLE
sromnuage”’ tkevﬂﬁT & -
720 Fﬂﬁ rawls LEN {detﬂ CalNTIL i_j.E*F' -
fﬂ 1 E?EF _1 : .__ﬁ,;}_jﬂﬂpgg!: Sl
25 nua—ga;-ﬂ 95 >

730 rauthar$=rulanitrunl 1000 DEF PROCIist _
AL ¢nxnsid;:sﬁpﬂﬁ 1005 ohays="1234547850"

ibEE e tmailen=4
138 IF rnmﬁaﬁr‘u“ : 1010 CLS
THEN rw:haﬁ*” - 1EROCreturn
40 rmuﬂ#m@nﬁrmhmﬂ sPRINT TAB(Z,21"Enter

750 NEXT - o ,.:'ﬂnqe idl:i pall)r START
768 EHDFH_#] 2]
799 = Pﬁﬂﬁﬁﬁtﬁiinput

iigrtﬂlﬁL i sf.rm;i# '

aid akaﬁn‘ﬂiltﬂﬁ’ o
"lﬂi&nﬂfr

820 CLS
tFROCreturn
tPRINT Tﬁk{p.ﬁl En‘car :
‘?unn _ﬁﬂmﬂ_ iy
:Pﬂﬂtchatkinhut
iilf=stringd

54 F'FtE!l:ruua.naﬁihr,sn

350 IF DEC{L OR- ]}EEES?{??.

: R IR frnlnh{.t R finish
o v3999 OR finishistart

THEN PROCimvalid
sPROCIist

1030 start=INT (starti
sfinish=INT (finish)

1035 IF finish-start 315

THEN PROCinvalid
sPROCromaninput
845 dec=DEL e
sPROCdecanaiyse
17 BNS O rosnumd

THEX FROCinvalid

sPRGCrpmaninput LT
£70 PRINT TARIE, B *Decinal 5
sasber "3 REC fFREEdecanakrsg
80 PRlzause 1060 PRINT TAB{Sijdecy
:PSTCromaningut 'T#Bif‘.'iiz:"r';rinuﬂ
%0 ENDFRIC 1070 NEXT
- 2 1080 VIU 28
5 IEF Mpm ' VDU 15
. WS HHSE 1090 PROCpause
?W}‘mﬂ Iﬂ‘EH prak ?H'H +PROCIist
 ESCAPE far Hﬂﬁ.’ 1100 ENDPROC
N for sore® 199

“-l?ﬁﬁ Nel

- -125& IF NIDSIRNS, L, L:=ﬁut=4{

:“=??11F,n1ﬂ¢{nus L ;}: .

S hmiﬁ VAL Istr‘im}n =
i ..Z-:.lrﬂ.?{’ F{.‘Etar"t(i EIH start 398

— 1200 DEF Pﬂﬂtrnnmmm -
1200 LoLEN (NS

+DEC=()

tREPEAT
il

IF MDRRNL 1 _Qﬁ.l

- i

THEN DECeDECH
i -:-.'LFL =1

bmﬂuaﬂnaﬁﬁ

fn* Eu BEE-HEE+5
=l

: '."I' :
THEN EEE*EEE~i f.; o
leb=l S
1240 N=0
1REPEAT
PH=Ne T
sIF NIDSIRNE,L 102
i i i
THEN ﬂfﬂnﬂEﬁfi Gty
e .
tF nn}sim m;= -

S : IlIh S

- THEN DECDEC-1

: '“ti‘L*

iN=N-1
1250 UNTIL L=0 OR N=3 :
1260 IF MIDS(RN&,L, 11="L"

THEN [EC=0EC+50
slab~ :

s IF HIﬁiiﬁﬂi L{bJ-
i e o
FHEH uEtan, ﬂ?

CIF MIDHIRNS, L, 1

”'*f'iruiu DEC=DEC+100

8
(IF MIDE(RNS L, 1is
e
THEN DEC=DEC-10
sheb-1
thsh=1
128G UNTEL L=0-OR k=]
1290 IF WIDSIRNS,L, 17="D"

>
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From Page 45

THEN: DEC=DEC#504

1599

2000 DEF FROCtitle
2010 LLS

D015 VDU 19,1,3,0,0,6

tl=l=] 2020 FRINT TAB{10,51" ROMAN
sIF MIDS(RNS L 1= RUNERALS"
A g 20k) PRINT TARLE, 100"
THEN DEC=DEL-100 Decimal to Roman"
sh=l-f 2030 PRINT TARIB,121"2

{300 N=0 Roman to Decimal"
:REPEAT 2060 PRINT TRELE,14)°2
EES] Listing of Roman"
+IF NIDS(RNS,L, 1= _ 207000 19,1,2,0,0,0
N iPRINT TABIO, 11"
THEN DEE=DEC+1600 Select approprizte
tb=l-] option "
(IF MIDS(RNS, L, ii= 2080 REPEAT
iy . roption$=GETH
THEN DET=0EC<100 UNTIL optigng="1"
th=l-] OR option$="2*
th=N-1 O optigng="3"

THEN PROCdecinput
2100 IF optign$="2*
THEN PROCromaninput
2110 IF options="3"
THER PROCTist
2130 ERLPROC
2199
2200 DEF PRODCinwalid
2200 vou 7,7
tCLE
LVDU 19,1, 11,0,0,0
tPRINT. TRBLE4,10) " INVAL
ID ENTRY"
2220 TINE =0
iREPEAT
$UNTIL TINE =200
2230 ViU 20
:ENDFROC
9%
2300 DEF PROCcheckinput
2313 string$=*"
$REPERT

tkeyv$=GETS
(UNTIL INSTRokayd
Jkevkl i OR keyss
CHEE (i3]

2330 PRINT kevs:
LIF kevs () CHRY (133

Roman Numerals listing

THEN string$=strinaf+ke

yE
2380 UNTEL, keyd= CHRE (13
0k LEM {string$!
¥= paxlen
2330 ENDPROC
2399
2400 DEF PROCreturn
2410 PRINT TAB{L,22) "Pross
RETURN to input entry®
tENDPRAC

This listing is included in
this month’s cassette
tape offer. See order

2085 DU 19,1:7,0,0,0
2009 IF gptionk="{"

F310 UNTIL L=0OR N53
1320 ENDPROL

form on Page 43,

2320 REFEAT

|
|
|

EPIC ADVENTURES

FULL-SCALE MACHINE CODE ADVENTURES FOR THE BEC AND ELECTRON

THE WHEEL OF FORTUNE

Thay said it coulds’t be dona on the Boeh — but we've done it!

The Wheel of Fortune i5 a classic puzzzle adventure, with 250 locations, and
brings the following advanced features together for the first time:

* Baphisticatad languaga and spesch intarpretars capable of sccepting single or multiple

commends, up 0254 cheracters in length. Complex multiple commands are phrased

just as you would speak them.

Muoving characters with varying moods. These characters remain active whether you
type anything or nol. Thair rezctions o yau will depend upon the way in which you have
previgusly treated them. The speech interpreter allows you to talk to them, fo either give
them commands or information, or to ask them questions.

* Instant half-screen teletext graphics for sach location (BBC anlyl. These remain on
scraen with the texl and both may be studied simultansously. The graphics mey be
switchad on or off, as requirad.

* You may save your pogition on taps OR DISC, using a different filename for sach
Eusi!i.ﬂn.

Up to 10 commonly-used command sentences can be stored and called up as required.
The stored sentences may be changed during the gams.

* Mo frustrating illogical mazes * Humarous characler behaviour ® Scoring ™ Fast
respanse ™ Fully disc compatible * Eic. Eic

This mastempisce of programming is awaifable for BAC or Elactron |atete which) tor only £8.86

Hlg weuibible an our 3 populer bexd advntunss, Ench has approx. 230 locabons end costs et £7 95
1) Castle Frankenstein  2) The Owest for the Holy Grail 3] The Kingdom of Kleis
PE&P FREE dordenng 2 or i ganies, stasaiss aid Slp

EPIC SOFTWARE

10 GLADSTONE STREET, KIBWORTH BEAUCHAMEP, LEICESTER LEE OHL

Pleasn make cheques payable to EPIG S.I]Fl'ﬂ'ﬁ.lit

All our pregrams ara svailable for immediate despatch Dwealer enquizins welmme
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EVERYTHING
TO DO
WITH

| THE

electron

Contact

H.C.C.S.
ASSOCIATES

533 Durham Road, Low Fell, Gateshead,
Tyne & Wear NE9 5EY.
Tel: (0632) 821924

Retail Sales also at:
H.C.C.5. Microcomputers
122 Darwen Street, Blackburn, Lancs.
Tel: (0254) 672214
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Here's your chance to add
more power to your Electron
with our latest free competi-
tion. It's easy to enter and
tasts both your Electron
know how and your artistic
abilities.

The. prize is one of Sir
Computers” printer and
joystick interfaces for your
Electron.

All you have to dois design
yvour own frieze using tha frieze
program frorm this issue. Whaen
you've decided on a figure you
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think makes a nice pattarn,

just send us & diagram of it

glong with the WDUZ3s that
form its user defined charac-
ters,

¥ ou don't even have to send
us 8 cassette of the program,
just the diagram and VOUZ3s
will dio.

The most original and
artistic frieze we receive will
win the printer and joystick
interface. The closing date is
April 28 and the judges
decision is final.

FOR YOUR ECTRC

Attach this coupon 1o your entry,

Attached is my entry for the frieze competition.

¢

Fost to; FRIEZE, Electron User Contest, Europa House,
68 Chester Road, Hazel Grove, Stockport SK7 SNY.
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|
T
| FOUR more charactara from our Casting Agancy MUNCHER ypU 23,238,1,0,0,0,
for you. This month, as well as a simple muncher, From Jonathan Stone 0,0,0,0
we've included three compound characters — a {Skegness)
rabbit, a telephone and a tank. VDU 23,234,43,143,126,
As usual, we're giving you the VDU 23 : 14, 14,14, 14,62
statements 50 you can usae the charactars in your VBU 23,240,56,40,90, gk
OWR Programs. 255,129,255, 126,219
Can anyona out there manage to combina all S HE AN VDU 23,237,252,240, 112,
four shapes in the one program? 112,112,112,112,124
And while you're at it why not send us your TANK i
own shapes for our next Casting Agency, and sas From 5. Murray TELEPHONE |
yourself in print? {Leek Woatton) From Mark Osborne {
]
VB 23,280,7,7.7, i
63,83,63, 102,127 Vou 23,230,0,7,31,43,
127,1%91,159,78

VOU 23,241,224,254,224,
249,248,248, 100,252 VDU 23,231,127,235, 255,
255,240, 96,115,127

MONKEY
S S pl VDU 23,232,254, 235,255,
(South Shields) 235,14,6,206,254
VDU 23,230,0,24,3t, vau 23,233,0,224, 248,252,
15,13,15,15,14 252,252, 248,112
VDU 23,231,0,24,248, VDU 23,234,128,67,131, ~
240,176, 240,240,112 §7,67,67,5%,1
VDU 23,232,0,0,0,0, VU 23,239,255,282,249,
1,4,5,6 243,243, 249,252,255
VDU 23,233,15,15,7,127, VDU 23,234,255,43,15F,
: 255,239, 111,111 207,207,139,63,235
F— | e VDU 23,234,240,240,224, VMU 23,237,0,192,1%2

254,254, 2456, 246, 244 192,192,192,192,192
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SPACEHIKE is an arcade
type game loosely based on
the arcade classic Frogger
bot with seme new and
interesting graphics.

The object is to get four
spacemean back to their
home base at the top of the
SCreEan.

They have to avoid mon-
sters on the bottom four
rows, take a rest, and then
hitch a ride on various
spaceships in the naxt rows
to jump homea.

It's quite safe to land
anywhare on a spaceship.
¥You don't get killad if you
are on the first or last biock
= wnlike in many of the
professional games. This
males it slightly easier for
younger players.

¥You have three lives to
accomplish. your journey,
When all four home bases
ara filled you move on to a
hardar lavel.

Level 10 is the most
difficult, and if you get
through it you ara given
suitable congratulations,

The levals become
harder by blocking in tha
rest area from the edges
and also by increasing the
speed of the game.

Every tima your score
increases by 1000 you gat
an extra life. Ten points are
scored for each jump up.

When all yvour livas are
used up the screen is
clearad and tha hi score,
your score and the lavelare
displayed.

¥ou then have the option
of ancther game, and alsc
that of seund or silent
running. This can ba an
advantage if you want to

cedures

play in a crowded room; 3 ,
ipitialises variables

_ ajor pro
If yau choose silent em

running you lose & rather | QECT-Telsl ] B0 Dirawse Screen

nice jingle every time your: PEUCEGHEEN‘ movas the man Vi tight
spaceman reaches home PHOGHDUE?UU RAFT(M]) DMoves road N in the
base and other appropriate pﬁﬂﬂMGVEﬁFﬁc dirgction

not "_.‘I'DU

sounds throughout the Checks whether of

game. FHDEE'PLP'TEHEGK are dead i 2 suitable way
HINTS ON TYPING IN: = Kills you 10 :ma hi-score

® Omit line 10 until all errors PROCDEA Dispiays. S°8:
are found, as this disables PROCEND o vﬂ-ﬂﬂﬁm;‘. you appre-
the Escape key, Congraike:s at Leval 10

® If you want to increase the PRDC‘NELLDGNE pria 1:' if "l'lr‘:';i Eff vou have ;
spead omit ling 360, Checks Wi an empty natke

® If you want & barder game ) pHﬂGHDME jurnped N e et

- Fills in whare you we =
adel Twer mitra fines PRUGDELETE e e e

192 PROCHOVESPACRAFY (RO} } erocsSPAIN] POSILER. i the spacss
{7 RO+ } . cwmovEYONSPA Mo

~#TF RO2=10 RD%=0 i i

157 PROCSPLATCHECK




N umeric variables

Warious loop counters
Level
Hi-score
Lives left
Which ABIN 10 pick for F‘mcsplatchack
Score + 1000 needed for an extra life
Amount of monsters on resting ine
Pitch read from OATA for the tune
Number read from DATA into ATGIN for
colour of nith row
Score
Used for nolding VO% white computer
clears the rnamory
¥, co-ordinate of man
¥ co-ordinaie of man
which AN W pick for ProcspatMi
DU Duration of jangth read from DATA for tune
RO% Next road 1o be monvied
WwO% yolume of sound for gama! — 2 o8 0
x5% Direction of the spaceship you are on lif
soul FB On one !
nMﬂHDME% ammount of men you have got to home basze

D
A%IN) sl

AMOYNIN Erf’w:-.,.r of the nth row

se ¥ vou
ik TP TE ghi e
ST 1o home M




task!

REMEMBER the old papar
and pencil puzzle “'Dog,
Duck and Grain''? Well,
here’s the Electron version
to tease and test vou.

You have to ferry the
animals and the grain across
the river. But the problem iz
that once you get in the boat
there's only encugh room left
to carry one of the thres,

If you leave the dog behind
with the duck, then the duck

yvou leave the duck alone with
the grain; then the grain soon
becomes the duck’'s dinner.
And you've got to get them
all across the river before you
can have your dinner!

Can you da it befare you're
reduced to eating the duck
yourself? How many goss will
it take you to solve the
Electron “'Cog, Duck and
Grain' puzzle?

Twavariables (SIDE{D} ) and
SIDE(T)) contain a number
from O to 7 representing the
objects on the laft hand side
{0F and right hand side (1] of
the river.

If they are thought of as

"HMAN g5
Do
g 29 »
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becomes the dog's dinner. If -

binary numbers, then the bits
raprasent the grain, the duck
and the dog.

For example, SIDEQI=7
(111 in binary] means that all
three are on the left.

SIDE(Q)=5 (101} and
SIDE(1)=2 {310} means the
dog and grain-are on the left,
with the duck an the right.

By using the logical
operators AND, OR and EOR it
is possible to chack what is on
any side, and remove or put in
objects.

OME

?u el b o T i

Get the dog, duck and grain across the river — but this game
by PETE DAVIDSON isn’'t as simple as it looks. In fact. ..

lts a ferry
difficult N/

PEDCINSTRU(:TIGNS
PROCINIT

PROCWHICHI(p)

PROCCHECKI(P)

PROCMOVERIGHT

PROCMOVELEFT

PROCDISP LaYipl.p2)

PROCSHIFT(ab)
PROCRESULTS

PROCEDURES

i out the instructions.
F[‘Jr:anf?nas the characters,
initiglises S1DEID) and Sl DIEH]
ithe objects On each sidel,
BESULT (0O unless you 1135&?,
and TRY (the nurmibet of TMEs
You Cross the riwer_J. The
procedure also draws the
initial picture on .the GoTEen. :
The parameter p 1= the value o
SIDEID) or SIDEI1] and T_.I'us
procedure selecta the object
you want 18 move and checks
it iz actually there. :
Checks the combination ©
abjects left on tha side
determined by P i0is laftand 1
is righit}.
I‘Iﬁ"rnfuis,lg placedure PEMOVES th!?t
aelacted object from thel l'&.
(changes glDED)) and {)Ltﬁét
or the right. 1t calls PH[I]EDI -
PLAY at appropriate Umes to
show the positions of the
objects on the screan. It alsc
zalls PROCSHIFT t0 show the
oAt moving.
&furks like PRGCMD\JERIGHT
to remove abjects from 1:3
right bank and put thern on the
bank. _
!u?'::itea tha objecis detarmined
by pl in column p2 on ttgi-
screen. For example, PRO
DISPLAYIT.O writes all threg
on the left of the screer.
Moves the boat from @ to b
Prints out the results.




1¢ REN DOG, DUCK, BRATN
20 REN {C) ELECTRON USER
30 ROCE &
s PROCTNSTRUCTIONS
40 DIN SI0E(H
| MODE 2
S0 PROCINT
40 RERZAT
0 RRACKHICHISTRE (91
89 PROCMCVERLSHT
3G, PROGCHECK o
4§00 S0UND 2,9,0,1
#O1F RESULTEH00R SI0E(1:=T
. THEW 159
120 PROCHHICHSIDE (1))
130 FROCNOVELEFT
140 PROCCHECK (1)
150 UNTIL SIDETLI=70R BESIAT
LR
tLo PROCRESULTS
{70 COLEUR 5
S8 PRINT ""DO VU wWT
ERY 07"
SREFLY$=GETS
I REPLY#="
“ THEK RUN
ELSE 1F FEPLYS( "W
THER vOU 7
PGETH 180
ELSE MODE &
LEND
199 BEF EROCIN
i) T EIZ:,L.", I
200 VBl 25,224,4,0,8.8.8
(165, 128,40
250 W 23,225,024, 74 40
+ 255,055, 20,29, 30
VO 23,225,8,1
250, 8, 40,100
240UDY 23,227,0,30,88,4 7
i 3B, 18
250 VBU 23,226,024, 182
,255,188,24,5,2
:wwwaz:”r:
e N
270 YU 23,230,48,278, 024
124,724,224, 704, 704
260 ENVELOPE 2,2.8,0,0, 755
3.0, 128,0,0,-128,128
(123
290 SIDE(0)=7
s8I0 (1 )=0
300 RESULT=C
s TRYS=0

= ""L

= s

23

. Lok et

This listing was produced using a special
formatter which braaks one program line over
several lines of listing. When entaering a line don’t
press Return until you come to the next line
number. Full details of the formatter are given on
Page 4 of the February issua.

310 BOOL 6,4
120 MOVE 350, 460
T30PLAT 100,800
140 PLOT 31,580,%
150 PLOT 1.0, =500
T40-FLOT, B, +505,0
370 8E0L 3,2
80 PROCDIEPLAWLT, M
330 UpY 5
SMOVE 128,764
YO 22804
406 ENDPREC :
416 DEF PROCWMISKISIDE!
43¢ COLOUR 4
s TRY5=TRIS+|
470 PRINT TARLD, ToeY
||l" Dl.ﬂ:-}" '1"13
T RLONE®
L cau:iuﬁ,_ﬁ
450 BRINT TAEIG,Z81"MMICY
DO YGU WANT 7D MOVE
i-4"
LHENLS
NRJECT=BET ~47
1 IF OBJECTCOGR OBIECT)I

.. DEGY
ERH’N"‘

a0

THEN DU 7
L GOTD 440
470 OBIECT=2"1OBJEET)
AN 7
+IF (OBJECT BND RIDE) €308
JECT '
THEN VDU 7
$BOTD 480
430 FRINT TABUO,Z81SFC 415
430 ENDPROC
60 DEF PROCMOVERIEMT
510 SIDEL0V=STDE(OHEDR ORIECT
+PROCDISPLAY (SIDE (D)
0
«SIDE(1)=510E (1108 DRIELT
§20 PROCSWIFT(328,854!
S0 PROCUISPLAYESIBELL)
15
£40 EMDPROC
550 DEF PROCCHECK (POSITION!

560 IF SIDE (FOSITION! =7
ANT-ROSITION=0
THEN RESULT=!
570 9F SIZETROSITION =3
THEN RESULT=
580 TF SIDE(POSITION: =4
THEN RESULT=2
590 ENDPRIC
800 DEF FROCHOVELEFT
A10SIDEL ) =SEDE (1 EDR ARIECT
tPROCOISPLAY(SIDE (1)
A%
+S1DE(01=510E(010R DBJECT
420 PRROSHIFT 044, 3360

‘K3 PROCEISFLAT(STZEL

BF

ﬁﬁﬂ'EHEFﬂﬂf

450 DEF PROCRESULTS

bb0 PRINT TABI0,Z0VSPC 1180

- TRELD, 260

£70-COLOUR

580 IF RESULT=D.
THEN PRINT "MELL DONE"
ELSE 720

490 SOUND 1,2,4,50

760 PRINT '"Y¥OU CROSSED *
STRS (TRYS)® TINES"
«IF TRYS=TRRINT ""THE
BEST POSSIRLE!!"
ELSE BRINT "“IT 1§ E0S518
LE IN 7
tENDPROC

710 ENDPROC

720 £0LOUR 2

730 [F RESULT=ZPRINT "THE

DUCK ‘ATE THE®* "' "BRAIN!

740" 1 RESULT=1PRINT *THE
DG ATE THE"* " "TUCK”

750 SOUND 0,-15,2,10

740 ENOFROC

770 DEF PROCSHIFT(START
FINISH!

789 YU §

790 IF STARTIFINISH BAP=-3

éLSE 6AP=8

1000 A=BET:

300 FOR T=START T0 FINISH
STEF GAP

810 SOUKY 0,-13,4,1

AZ0 'S0UND. 9,040,2

810 HOVE b, 764
i

B0 MOVE THGAR 744

850 LIS b,

B0 VU 2

370 MEXT :

B0 V3 &

894 ENCPROE

200 DEF, PﬂﬂEﬂTEFiﬁi[ﬁEJEEE
LPaSITION) -

240 FOR 12=0T0 7 -

%20 COLOUR I%+1

530 PRINT TAB!POSITION ?1-{11'511 ;

1#3);
tIF (DBIECT AND 2°T%b={2¥
3Ll 12.225+Itt2 32&11:
¥7
ELSE PRINT 8PC w
940 BEYT
950 ENDPROE
95 DEF PROCINSTRUCTIONS
70 FRINT “SPC (31"THE DF,
BUEK, % CORN PUZILE""
SPC (G)STRINGH2E, ")
93¢ PRINT "*Ferry the dog,

the duck, and the corn®"™

""to the cther side of
the river." ""At np
tise must vou ledve
the dog alone" Mwith o
the duck, or the duck
with the! ™ 'corp.”

930-PRINT ' "'5PC J(BL'PRESS

ANy KEY"

AR5,

1610 ENDFROC

St JEF O SRS OIS B el RV T S E WA

This listing #s included in
this month’'s cazsetie
tape offer. See order
form on Page 43

£

T

i
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From Page 57

§ REM-IC: ELECTRON LSER
18 #FE14, 8
20 OM ERROR MODDE &
+REFORT
tPRINT ' gt line™"}
ERL
b tEND
30 V0k=-12
R
40 Wi=vi
1ELEAR
tMEIE i
R
(COLOUR 2
sPRINT ™
4 SPECE HIKE®!
| :PRINT * BY MRRTIN
HOLLIS"!
SO.FRINT * « FOR THE
ACORK. electron

sLOLOUR 1

' §0.PRINT * The ohject

is to £ilt the top

hioles by going

past khe four  sgving

r s of sonsters

and then hitehing

rides on-the sik
raows of space ships
by ko juep fnte

i an empty hole right

' at  the top .When
all dour.";

T PRINT "holes-at ‘the

top are tilled
y ¢ou then pass onte
4 harder level"

80 PRINT '
P

SOCPRINT KEYS!

SPRINT *CTRL, ,vn s
AT B

e DOWN" "R, oa v wna
Bl EER Wi s oy
e RIGHT'

L% FRINT *Press anv key
to start or B for
guiet .or8 for sound"y

1E8=6ETH
CIF E#="0" Ok Bi="g’

THER VDi=0

ELSE IF €8=15"

OR G¥="s"

THEN WDE==12
116 05=0

L LS

Space Hike listing

Bood 1u:k[_.

This listing was produced using a special
formatter which breaks one program line over
saveral lines of listing. When entering a line don't
press Heturn until yvou come to the next line
numbaer. Full details of the formatter are given on
Page 4 of the February issue.

L4233 15070 119
$5h=0 230 DEF PROCINIT
=0 (DIM AT LT
10k=] tRESTORE 707

126 40U 23,274, 36:124
153,153,255, 120 46 tAEAD RY
vl 28200 b0 110 SAT LAY =RT
V255,85, 1,805,255 40 INERT
PO 23,226, 40,108 1DIR A5
355,255,255, 255, 124 sA1$=CHRE 1224)
VB0, 23,233.0,0, 174 s AZ5=CHRS (225
g0, 126,0,0,23, 255 tA3$=CHRS (227)
,26,78,8,127 8,20 s B4$=CHRE (224}
34,85 PASE=CHRS (233)
130 VDU 23,237 .40,118 s BI$=CHRS (2284
V255, 170, 128, 170,255 tB2§=CHRS (229)

tFOR AZ=0TO 9

+40,23,238,9,13,83 1B34=CHRE (230
pea a1 0, 12 +BA$=CHRS (231)
veed B, 176,232,215 1BO$=CHRS (232
il . A PLIGEE SURENTE SR SRR Tt 2

12304272954 175, 250
}IEEII?81255'233125

$5Rds 045+ 3 4015485
§4 Lo ApEY, T aSES

1231, 171,233 ,104,283 iyl

yeddgl17,285,21%,23 sfi1)=" 3 alge b

y232,04129,219, 256 SRR

1233, 219,129.0 THRASRAELASE RS 0L
EAd AR =Y ' +HAIEF M 4ALE

:CLEAR 250 AR L2V=R4S+RaF+RASHAESH

WA=V AEPRASHRASFASE "D, " +ATE

$MOBE. 5 RROEHAGE " LT HA2E4 AREHA

WWDU 2358202 03030 LEALE R

tPROCINIT VAE(3E A+ 2 bRl
130 PROCSCREEN +h3f+" J "HAIFEALES

TREPERT . AL HRAS4AST ALY

1PROCSPLATCHECK 260" R$L4)=BASHRAS+DTH+B45+R
1460 PROCMOVEYOU SH+BIS+ETHeY  "eBLS+RIE

17 PROCSPLATCHECK PBAS+RISHATE+" "+BlY
180 PROCHOVESFACRAFT (ROL) +B3%
RO%=ROTHL LAF (51 2BaE+BIF+RI+BES
oIF ROE=10-ROL=0 B4 +BI4+BAS+EAS+RTH+ELS

180 IF 455 DIV 1000)5N% HHIE4BTE4E284"  V4B5e+
B2g+" "+BO8
THEN Li=L¥+1 270 B L6} =BIS+EAS+ETE+B5H+
Ni=NT+E tOMaf|E+BSEE" 0 "4BIS
200 UNTIL AMOHDMET=4 +BAE+BI4+D4H+RAS RIS HES
210 Di=D:1 [T
1GE=01+1 A7) =" "SHTEEASH
(IF DR3 BI§4B24+" "EFGE+ETS
THEN 140 +BI$+EAS+RT$4078
220 FROCWELLDONE 280 A$(BY="  "4B13+RIS+B4

$+B38+RT4+BTE"
R SRt AT A R
LRELT]=" "+EG+EIE4
" b SRS £ B
" "ERaSeRIE" 1
290 (=10
PR
tLIFEE=T
- AHOHEREY=0
LRlY=g
(DTN AMOYLET)
+ENOPROC
100 DEF PROCELCREEN
+ VIl 20
PRINT TABLD,90;
$COLOUR 135
1PRINT STRINGH (40

1I L8]

tFOR A%=0T0 fS5TEF 3§
(PRENT TABRAY,2H" "
TRELAE 3ht " TABLAL+Y
peis® M TARGALHE, 3

tNEXT
(PRINT TRBAO, 170
STRING#(20," "}
(PRINT TREIO27):
STRINGE (40," "3

SEO PRINT " % TRAB GOt
sCOLAUE 178
tFOR R%=9T0 #5TEP ~1
(COLOUR. A (AL
(PRINT @ 0AT)
tHEXT
+COLOHR-T
:PRINT
FOR AL=3T0 95TEP -|
(LOLOUR AT (RY}
(FRINT A$i8%)
tHEET

320 PRINT TRE!1520F: “SCORE:
Mgt LTVES=":Y

T30 A$=ETRINGS (0%, CHRS (224
1
s COLOUR. RND (2}
sPRINT TABID, 171 A%
TARC2G-LEN (A%}, 17) R4
: ENDPRGC

JAQ PRI TR

PR A EELY

350 DEF PROCMOVEYDU
tPROCDELETE
t1F TRKEY (=1}
THEN. YY=¥T47
sEa=EE=110
sSOUNT "5, WY, 25,7
ELSE TP INKEY [-1)
THEN ¥l=YY-2
PEX=EL410

G4 ELECTRON USER Aprdl 1584




:SOUND 1, V0%,75,2
360 FOR A=0TO (19-D%ied
- akELT
170 IF TNKEY {-1) DR
- INKEY (=2}
- THEN 380
380 IF INKEY {-102)
“ THEN 18=4¥+!
1 5OUND 1,501, 100,1
+SUUND |, V0T, 80,1
- ELSE IF INKEY (-B&)
- THEN KT=13-1
tSOUND 1,V01,80,1
LR EBUND 1, V0L 18,1
390.1F 119
- THEN ¥i=19
ELSE IF 1id
- THEN 1=t
865 1% Y10
- THEN Yi=27
Saldanayg
“BLSE IF YEdd
THEN PROCHO®E
410 BOTO 440
420 1F Voi=-12
. _ THEN RESTORE 430
+FOR AR=075 it
:ﬁgan PY, i
THOUND 1,8.0,1
sSOUND 1,-15,51. 001
NEXT
“ELSE FOR =273 208
NERT
§35 BATA 110,5,110,5,
10,100,5,190,5. 71
48,59.5.40,5,5.5

CE0S 156, 18

ExTY

iR

440

450 1F Yok
THEN ¥i=27
sii=1n

40 COLOUR 11
rPRINT TaBIIZ,. "%
CHRY (255
LOLUR 7
(PRINT Ta4BH

gl i’!*a-‘ .

470 EHDPPEE

- r"

430 DEF PROCMOVESPELREFT AL

}

(IF A% OB 2 =

RIGHTS A% (AT}, 1954
CLEFTS (A (AT, D

ELSE AEIRII=RISHTEIAS

oy LILEFTSAs (AT
A
490 PROCSPA(AL)
s FROCHOVEYOKSPA
<= fENDPROC

300

350
3T

S8l

-

LT

=fiall=

e

DEF PROCSPLATCHECK
tIF Yh=2Y

THEN ENDPROC

IF Yi=17 AND RE208-1
END EEC20-0%

THEN ENDPROC

1 IF FEEET

THEN Mi=i{27-¥1ii2
ELSE MI=ii27-¥31-21/2
6070 550

IF MIESIAS(NE-1), 1E01

e
THEN 370
EMIFROC =
[F MIDS (A§INE-10, RY+

(120 AND NTD§LAS (2=

P adel=astiat s

THEN 5§70

ENDPROC

PROCDEAT

LB0TD 150

IEF FROCDEAD

Lkl

IF L3s0

THEN PROCEND

IF Y344 OR ¥irig

THEN 820

ELSE YU 23,253,17 -
(18,212,748, 241, 18
N1,0 .
(VB 23,253,849, 04
(20,8, 127,85, 28,1
VDU 23,254, 136,72
(A3, 31, 83,72, 1500
PU=100 -

REPEAT :
(FOR A%=25210 253
sCOLOUR RND#3I#L

PRINT TRBURL:VEI:

CHRS (AT)
tFOR BY=(TO PY/4

VDU 19, (BLe1ENOD 641

JRNDATY 0,99
FOR E%=0T0 10
thELT

L (BL+1INDD £41,0,0
Fil

M
TREXT :
sTOUND 1 VX PR

=

o
tREET

dINTIL PEL-20
R o R

¢ BELND ©,VO% 4,30

(FOR RI=0T0 40
FOR BZ=170 7

D019, (BLALONOD b4l

o

VD 19,5%,8-07,0
Wl

SNEXT

(FOR BE=GT0 20
SMERT

LFOR Ch=1T0 7
YTl £9,08,L2,0,0
44 ;
tNERT

- NEET
CefiE

ezl

. 1PROCBCREEN

CFiE

sENDPRAC
VDU 23,254,0,28,28

B 177,8,70,34.23

N

255,0,0.08,28,8,127

L8,20,23,252,0,0.0
,?E,EE;H.E??,E.ES
(250,0,0,0,0,28,28
(B,127,23,250,0.0
.0,0,0,28,28.8,23
,249,0,0,4,0,0,0,28
(28,23,248,0,0,0,0
.0,0,0,28
sIF ¥4
THEN Y1=11+1:

FOR - A¥=235 10 248

o GTRR =

SPRINT TABUAL,VE;

- CHRE 180

 :CDLOUR RNDITHS)

sFOR A=0TC 109
SNERT . ¢
:PRINT T&EiI? e

: -'.:1 =10

e
1500ND 0,405,420

+FOR AY=010 e

GFOR B0 T

LS EZ QNBE?}

080
HhEIT
+FOR BYS0T0 10

MRS
FIR Bs 0 7
VBl 19,8%,84,0,0

._l'D ¥

&30

NERT
PROCSCREEN

{ ENDPROC

DEF FROCEND

iCLE

1A¥=GTRINGS {80,

CHRE (2551}

+PRINT '

1B§=CHRE (223)+

CHR¥ (220) +CHR% (226)+

= 3§§

CHRS (2261 +CHRE 2241+

CHRS 2261 +CHRS 12260+

(CHRS (2261 +CHRS (2281+

BTEP -2

1PRINT TABIATMOD 20

(MEDIV 201 :88

3*SBUHB 1,40%,100,2

' ﬁﬁﬁ

FOR- #2070 250
NERT

NENT
tFOR AYSOTO 12 =
~ tRY=STRINGS AL, "+

BAD LUCK"

&70

40

e

Hi

PRI A

 BERNBOI0ISND ;;-";ifif:
o aB0UND foWERBN2 -
SN 2O

2

1 SOUND 3 UHE EI*E

N3

(FOR BE=070 100

tNEXT

tKEET

sPRINT "You are deag!'®
U "ou owere on o level
“iD%:"when vou gob
killed® s

IF SLMHE
THEN HY=3%

PRINT **"Your SEDRE o

wNas "iEi

'IPRIHT *HISCORE is

]HT-'

- I}iF::ﬁ
PRINT *Another Gase

¥IN"

1 5§=BETS
:1F B="y"
THEN 40
ELSE IF G8="N"
THEN END
ELSE SOUND 1,VON,84
W5
$BOTA 490
BATA 3.1,2,3,1.2:3
1.2.3
DEF PROCWELLDONE
:[LS s
VU 23,252,7.1, ?

1,63,43,55,95. 00
,253,224,:24;2:4;r2$
(252,052,236, 236,25
(254,7,7,7, 7.8, 14
(14,23,255,724,. 204
224,224,969, 1132
e
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Space Hike listing

From Page 55

720 PRINT TAE(%,5);

CHRS (2521 ;CHES (253)
TRE(9, 41 CHRS  1254) 5
CHRE (Z55)3TARIE, 3l
Yyt

sEOR A=0TO 4000

tREXT

FRINT TREIB,315* v
A$=CHRE {225) ¢CHRS (225
V+CHRE 12241 +0HRS (7761
+CHRE (224) +CHRS (228) 4
CHR$ (2261 +CHAS (704 +
CHRS, (224 4", *

sB¥=" “CHRE (226)+
CHRZ (2261 4CHRS (228]+
CHRE- 122614CHRS (22004
CHRS (228140HRS (2280 +
CHRS (2260 40HRE 1227)
1FOR A%=18010 131
STEP -}

PRINT TABIRINOD 20
(ATDIV 20088

SOUND {,<13,101,7

yFOR &=070 250

fMEXT

tNEXT

FOR A%=070 300

+PRINT TAB (11,5001 %
TRBATL, 505" "

130

740

tMEXT

tFOR-A%=0T0 34

tPRINT TRBILL, 8¢

CHRE {22703

tFOR A=0TC 106

sNELT

(YO0 8,225

tFOR A=0T0 104

sNERT

sHEXT

*FOR ‘&4=134TD Jo0:
T30 FRINT TRAB[AZHOD 20

SRV 200188

SGOUND. L,-13,285,1

(FOR A=0TD 100

tHERT
tHERT

ThO ERINT """ - COMBRATULATI
JHE'"""  YOU HAVE
BEATEN" " THE

BBC WICRO!!®
(FOR AX=07T0 10000
tNEXT

+ENDPROC

DEF PROCHONE

IF K420 AND ¥3C8

AND AMOT 08 = PRINT
TR, 2s

VDU 253,255,255,8
(8.8, 10,255,255, 25%
S AMOHONE Z=ANOHDNEY+1

TH)
a0

SRMITL0) -1

sGOT0. 420

IF A%SD AND 149

AND AMOY[1)=0 PRINT

TaBig, 2k

V0L 255, 255, 255, 5
8,8, 10,285,255 255
s AHOHGHE L=aMOHIHE R +1

SRMOE UL )=-]

$HOTE 430

[E RE3 00 &ND 0014
AND ANOL(2)=0
FRINT TRR(11,21%
YD 235,253,255, 4
8,8,10,255,255,255
L ANOHOME L =AM HORE X+ |
LAMOE21=-1

(GOTO 420

IF XE¥13 AND X348
AND AMDLIZ)=0

FRINT TaBi1&,2):
1¥DU 259,255,255 ,8
8.8, 10,295, 255,255
: ABOHOHEL =ANDHOME . +1
AN T ==

1BOTD 4239

FROCIEAD

tEMOPROC

DEF RROCDELETE

thi= ?

g40 IF

TeG

Bl

Bi0

g2
30

az2? OR N¥=17

COLOBR 135
£LSE COLOUR 128
8%0 IF Y315
THEN G§=" "
ELSE A%=10-(1¥1-1)/2-1)
PE=HIDS (A$ AT, 104
3
B&O COLOUR A%(AY)
FRINT TAB(YL, V%1158
EOLOUR: 128
: COLOUR 7
s ENDPROC
DEF FROCSPA (AL}
S IF Al
THEN 1t=g- (A1#21+1%
ELSE 21=20-(AN42) 43
880 COLOUR A%(AYL
PRINT TAB (0, 24);84 (A1)
1 ENBPROC
DEF PROCMOVEYONSPA
17 A% WD 2=0
THEN X5%=-1
ELSE 15%=1
0 IF. Vi=TY BND Y317
THEN Fi=id+Xae
920 ENDPRGC

BTG

8%
¥l

This irsnng is mduded'm!
this month’'s cassette-
tape offer. S5ee order
form an Page 43

- Get your message taped

_BID vou know that there's
Jasimple way to use your
Electron as a kind of
typewriter? Instead of
wiriting on paper you write
your messzage into the
Electron's memory and
save it onto'a cassatia tape.
: Xou can then send the
tape to someone with an
Electron or a BBC Micro
and they can load the
massage into. their micro
“and read it,
It's remarkably simpile.
- All you do is to type in the
“message you want from the
keyboard just as though
you were typing in a
program.
" You_enter the line
number as normal and then
«start typing tha meassage.
When you've writien
enough on one line, press
Return, then antar a new

line number and start
typing again.

It's simple and it's easy,
and it allows you to use the
micre 88 a very, very
elemantary word pro-
Cassor.

Of course, all the usual

program. editing facilitias -

still apply, if you don't like
line 30 vou can get rid of it
all by typing in 30 and
pressing Return to get rid
of the lot.

Or you could use the
cursor and Copy keys to
altar the old version. You
can adit it just as though it
were a normal program.

But vou can't RUN it -
YOu get 8n arror messaga.
That, though, is no prob-
lem, as we don't want to
run what we've writtan.
Wa just want to save it on
tape so we can send it to

BOMmMaedna,

This we do.in the normal
way, just using a fila nama
lika:

EAVE ""MESSAGE"

To tha micro it's just

another program 3o it savas

‘it to tape like any other

program. You cam then
gand it to whoever you
wwant. They LOAD it just
like a normal program and
read the message, ignoring
the line numbars,

As [ gaid before, it's very
simple and very useful as
people who have word
processars on their BEC
Micros will be able to load
your program, geat rid of the
line numberz. and print it
out on A printar.

Of course, thase sama
facilities will come to the
Elactron eventually,

S0, if vou want to send

messages, send them as a
program! And i you want
to send an article to Slectron
User but don't have a
ypewriter, then send us
the message disguised as a
Program.
Wea'll do the rest.

I?Thls is an gxaaple of how to
20

30 write using yaer Electrom as
40 |
Sl & bypewriter. ['we anly left

]

70 the spaces jo hetween the lines
il

#0 dar clarity. Also the lines can
109

Li0 be @ let longer,
124

130 characters, Using this method
140

150 you can send legible messages
14k

up ko 155 |

170 on cassette kape, f
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Asteroids listing

From Page 35 ‘ This listing was produced using a special 560 T‘:EEEFIT
formatter which breaks one program line over 7 &
several lines of listing. When entering & line don't tRASINKEY (=104~
179 ViU & | press Returmn uniil you come to the next line INEEY (=103
PRINT -TABLO 81" ° | number. Full details of the formatter are given on 1§%==INKEY (=981
WEG | Page 4 of the February issue. VU 5

160 ENDPROC

tHOVE <14, 48
{95 REW s#%# Crash ##es

vREDL 0,0
260 -DEF PROCCrash $VOH 240
R R B R iPROCRocket

220 FOR J%=100T0 5008789 2 \24, 132,138, 138, 138 gereen. 1§ you aistype

1IF BI=10R RECE

%30 BeOL 1.AND(T) (23,244, B.8,24, 24,25 i THEN SOUND £6,-15,8
SMOVE RNDEIDI-FERIV 2 (ST 530 PRINT "gr are too slcw ‘zﬂ :
1HHE|':J-.".:"'_-:E':+ 7 430 VY 1:.,?451!“.1?11255 then et} blaw LIFI':‘ ﬁ?'}FUﬂI'ﬁ:!’IU i
4Dy 749 e RS T T L TAB{LS, 17} CONTROLS" 480 PROCHoveast
CSOURD 14 =15 BMD(T43 (23,244, 253,753, 253 TARL G 20 s B0 MEYT
40 (oo, 298, 50 20,200 TAB(&,21)") .....Fotate 700 PROCRocket

S8 NELT §40 VDU 23,297, 193,195,133 ship to right 710 UNTIL FY

2580 TIME =0 A3 151014, 23,048 { +ueeahotate IF EEC0
fREPEAT UNTIL TImE 22400 R 195, 225, 105,124 ship te left THEN FY=0

246 Bi=81-1 240, 112, 112 I vooaiThrust® 720 ENDPROC
SFTE-1 150 ENVELOPE 1.2, 11 540 PRINT TAE(10,24) "PRESS 770 REM #bed Plot wees

A70 ENDPRIC 10, 20,18, 160,05 -116 SPACE: TO GTART"; 740 DEF PROCPLak M

RO FBEM #dé% Hi% HisE A2k 128 TREFEAT IMTIL GET =32 756 1F 8BS {I;[Igrﬁia}j&g1:.'f

230 DEF FROCH: ¢ 450 ENDEROC

J1F AR [RLITLIs1a) 4D 170 REM w33 Instract #4432
[ MBS (Viifsi-adn Tz 440 TEF PROCInstrock
THEN FROCCraer 430 PRINT TﬁBilﬁqﬂl“HSTEEEED
$ERQPROC FROSPECTOR*TAE (10,1

3|;‘ 'Izl!:“_-:=_| i it B B e ) MR A By B Py

t; SAFAS S

550 ENDFROC

il BEN dake- Hopmast Hede

510 BEF PROCMoueast

SEO CU=THI15iANG 3
{PROCP1ot

90 LT =G T DAL I

OR ABS (YALIN}+167HHBT
THEN EMDPROC
740 MOVE RELLELL NRATR
BCOL 3, L%
s 240
770 ENDPROC

(VDL 249
the mineral [E0-geints) sIE Riz-1 a4 IF Rl=-t

but green ones fontain THEN L==L
wuch gore. 156 painks)” 500 PROCRatate

390 IF TN

YT SPEITH =R TR e TR R 760 REW $EEF Rocket ek
+PRACPI ok SO0 PRINT TABAZ,21"¥our fash +IF Ri=0 190 DEE PROCRacket
$YE117) = 2000 is to collect a valuable THEN K=l B30 GCOL 3,1
sDE=L1+5 gineral found im aster tl=d IF Ri=

T IF TR XE=] aids. Red anes - cOntain ELSE K=0. 997038813 THER NOVE 30,-48
THER Af-a%=11 emgll quantikies of tL=5.54031792E~2 '

THEM AZ=8K=33
245.0F T1iiT=%

THEN MDVE ~80,-48

$WDL 249
THEN PROCSoc t#FE10,8 tIF 5i=l 820 1F $1=1
T80 NOU 4 Si0 BRINT * - Your task is THER ¥R 4T =YTITHI-A4 THEN NOVE =40, ~44
RN TR T At dangerﬂua‘. Your ship A1 IF BES LANCIEEELIE) A0 :'J[iﬂ 140
Bl S canbe mortaily damaged AUD 4B LFRITH)-121<74 AIVE (1, -84
60 ENDFREC if asteroids collidewith THEN BRECHit Al 48

170 BEM sasd Imrtiai &9
780 DEF PROCInitial
330 BIN BLISE VEISR, RS

o Cy THIE
JEESETTER

the shin's side. The
really bad ones are
the mines' These have
heen set to protect

-~ ELSE PROCRLat
AR REE AT 00

ORABS (VR ILET) b 000

THEN $RCTEE=S0N COLITH1E

B30 ENDPROC
BAG REM ##ds Hotate weE
850 DEF PROCRotate

Ba0 KITXI=INT (LTI REHYRLL

A0 VDU 23,240 84,77, 108 bhg asternid swara fron 700

S 1i#i+,5)
V208, 180,208, 44,96, 77 rival’s LY LTLb==SBN (YR IT)#700 T I
249,39,112,148,80,80 520 PRINT “prospectors. Shaul DXL {120 =RAD (651 -3

200

0E 0 BORT 250 B0 d you tollect one of (DY L) =RMEIET=33 870 DYLITIISINT (DN KKeDY

1.2& only a few seconds to uiF TZlI'.'.%=3 SOV (1) =INT ':B\Irt[!z]'*ﬁ'ﬂ'
A0 VY 23,241, 0,004 96 defuse it by typing THEN TiiIti=4 13 LT %L+ 5)

(94,32, 48,48, 73,247 in the three letter &30 ENDPROC 280 ENDFROC

R T S B cogbination displayed BAT REM ##44 Play #¥EM >
424 VDU 33,243, 18,16, 24 at the top lefk of the £30° DEF PROCPLay T -
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Asteroids listing

] From Page 57 B

B9 REH #### Sgtup #¥xs .
500 BEF PROCSetup :
210 YDU 5,29, 544 498,
920 BLOL 0,3
MOVE -84, 44 =
tV0U 5,241,242,8,8,10 f’/ i
(243,244,9,3, 10,245 il S
(248,88, 10, 247, 148 e ¢
4 e 7
RIOUPER =i T0 5 L
PUELTT=T00REEN | )< {
ANDIZI-1. 50 . al i
WWLTIE=T00R5EN | s
RNBIZ)=1.5}

DI 2
s TE =BT =T

CIUY LI =RN T -0 S A

By 2

TR TR r=RNE12]

THENT
S80 YO 18,2, 205153, s
&5 CALGUR 2

sPRINT “TABIS, 31 "SCORE

“eThRE (L4, 0F;
{LOLOUR 7
{FOR [=170 GX
WO 250
sREXT

$COLOUR 0

LYDE §,250,250

i COLOUR 1

TPRINT TABLLL, 008X
94 ENDPRAC

This fisting is included in
this maonth’'s cassette
tape offer. See order
form on Page 43.

ELECT
USER...

...this is the add-on you have
been waiting for.

A switched joystick interface
for the Electron user.

Only £24.95 incl. VAT

@ Compatible with
g-pin joysticks

@ Plug in cartridge design

@ Tough plastic casing

® Does not interfere with
keyboard operation

@ Available from your dealer or
direct by mail order

® 12 month guarantee

® Games coming soon from most
soffware houses

@ Extends the versatility of your
Electron computer

STOP PRES

for use with our Jniﬁﬁcce
“Cylon Aftack’ by A&F Software -~

A Genuine First Byfe Add-on // "\/
-~

-
Firsi Byle, Dept. EU. i
10, Castiaflalds, -
Main Cenira, Derby. |
DE1 ZPE Tel: Darb\r ;
{0332}3-&52!'5 f

f




Don’t he fooled — this fast and furious game by
MARK SMIDDY is trickier than it looks . ..

EASTER is almost hers and
with it the Efectron User
Bunny Blitz. It's a simple

littie game to laarn, but ocne

that's fiandizh to play.

You have to dash around

collecting Easter eggs that

are scatterad about the

screen. The trouble is that

once you start going vou

can't stop.

You gain points for every

agg you collect but

whenever you bump into a

bunny points are lopped off

Not only that, but vou

are fighting against tha

Clear a screen in time

and you are faced with

another screen containing

aven more bunnies. Such is

lifa in the world of the

PRO

E%

Full listing
on Page 60

Fﬂ'ac_m‘_ﬂa
IG..I'}]:ES 7;0.-_

'3
(thes 860, 940) D

4 VARiaBies
= 995 on screen

Teseny X co
Xy | presenty

~Ordinate of playar,

o cﬂ"“'}fﬂfr}at a
YV oo Xvec of player,

;
Present ¥ yoceo: ) Plaver.
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Bunny Blitz listing

This listing was produced using a special
formatter which breaks one program line over
saveral lines of listing. When antering a line don’t
press Return until you come to the next line
number. Full details of the formatter are given on
Page 4 of the February issue.

2

K

. From Page 59
i REM BUNNY BLITI

REM MARK SNIDDY

& REM AC) ELECTRON USER

10 REFEAT
70 NODE |

30 PROC getskill

§0 MODE 2

50 VDU 23,8, R202: 00 ﬂj
&0 PROC iﬂlt

10 TINE =l R,
SE.EEFEQT""

90 REREAT

1@& MO

-jiéﬂ
130

SPRINT TRE(S, 1353
Vg
xﬁ-xv+xﬂ1

TSR
Pﬁﬂﬂ cplaver
IF POINTERZ+1S, ¥E~’2
| SOUND 814, L, LE& i

A

sRCOL 3t

avBls 999

.-'44l}

.,AS:

HEEND

sEX=EL-1 -
[F POINTEEL14, f“-i*%=b
- 50uMD E0.01.2,2

sGi=Er-5 e

':15% INTIL TIME Jebd0e

O B
IF E¥=0-CLG
PROC screen

CUETIME =0

AT

o

180
-Eﬂﬂ
.: b

$1F BK25T SKY=GK)-5

: 15& UNFIL TIME y=hi0g

HODE

PROC reselt
BRTEE B
BEF. FRHE plever
N

BEOL 3 *
220

iF INKEf't4éﬁ} FyR=12

L e

Rl

Bz :
16 INKEY 0981 Y3=-32

e
NCEE2

._fﬁﬂ

IFENKEY £-103) Kift=-d

e

280

tNCE=0 :

IF THKEY (=104} Ki=od
e S

i T -

TF AL=1816 Whatals

CELSE IF b0 ge=t
270 IF ¥Ee992 prsvez o

CUELRE IR VISR V=32
HAYE DHL,0Y1
HYDU 2244007
WOVE XY, ¥
U 2TA4NCE
DX3=xL
H0YE=YL
OCTeNER

280

S

340 ENDPROC

120" DEF PROC_getskil]

30 PRINT TAB(S,11"Welcone

ko Buany Blitz"
40 PRINT TAB(IS, 1%
= Up"sTREC 401D
= Down "

350 PRINT TARLI4, B¢

= 1e¥tf;?ﬁﬁ[145!ﬂ}'

:Eﬁﬂ iEPEﬁT R
it FEIHT TARIG, 20 '?

i5 the hardest lewel,
43’ the sasiest®

-3?0 IHFUI TRELD, lél‘EHnnEE 'f

" vaur concentration’

HOCY (20401 MEKY

o -;‘zaa UNTIL SKXYs2 AND SK¥=40

390 PRINT TABIC, 18]
STRINGS (4G, ")
TAELG, 18) "Fress the

" EPACE BAR to play®.

tﬂﬂ EFIIE i N

410 REPEAT UNTIL 37=6ET

420 ENDRROL

430 DEF PROC result

$40 VD0
1LALEUR -2
1COLBUR 128 ;

450 IF HIY:=58% HIG=5%

455 PRINT TRE(10,1)"50RRY

gut- of binet! "

$40° PRINT TREUID. 23 Bunny

CoocElitz Results!

§T0-PRINT 'Fima] score

"15L" " "High Seare

*=HIY
480 eFLES

4F6RFRIMT TRELD, I01s"Fress
SPALE For & new gane”
sREPERT LNTIL T2=68T
40 ENDPROL
5t BEF PROC init
S0 fEE0
L1520
=30 Eh=hd0
g
540 GYi=840
iRt
=R NC3E0
e

oogelh SYsd

waHTR=0
rEL=l
SFQ'VEQIES,EZI,G;?4.E25
L83, 128, 110 80
80 unu et «144 I;o
UUUNRIT, I8, 118 60,28
SE0CWD 23,2700, 20,128
R e SRS T e
GO0 VDY 23,227,0,24,80
258128, 102,80, 24
BEGWHEE2T 228 195, 107
VAl a0, 126, 80, 255
o
L Fﬂh 23,229, Ea,S& ib
il ol 124,856,148

430 W00 19,0,430;

s40 VU 191,30

A300 40 19,2,2:0;

BB0 VI 19,3, 00

51 VDU 19,4 70

10 ENVELOPE 1,1,8,-8
1E|*|4p41 l?ﬁ.{hl}.‘lfé
b, 128

580 ENVELOPE 2,1,720,-20
£20,45,45,95,124,0
=06, 128,108

AL

%0 PROC screen:
746 ENDPRAC

110 DEF PROC srreen
VI 4

sCOLAGR 2
tCOLOUR 451

T30 PRIMT. TREGG, 01 STRINGELZ
Gk

A0 FRINT TABME 4 Srore: !

Ta0 CRLOuR -2

sCOLOUR §28
780 LOCAL 31.%%
170 FOR £2=07T0 18
730 FOR Yu=1 T 10
120 PRINT TABUSL YL
890 IF RNDISKIr=1-vD0 278
810 NEAT
tHEXT

B30 PROC prize

B30 COLOUR 138
B4 NOU 5
MOVE OER. DY

(GCOL T4
MO 224
S
B30 EMDFROC
H5¢ [DEF PROC prize
a70 LOLGHRE |
a80° LOCaL XLy
§90FOR LE=0T0 |8
00 FOR Yi=1070 39
T1% PRINT  TRELRY, ¥EIq
20 1F RNDISKR =L VOU 229
tER=EL+]
T30 NEXT
INEXT
240 ENDPROC

This listing is included in :
this moenth's cassette|

tape offer. See order
form on Page 43,

—
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SOME of the programs |
have for my Electron are
ori- the Aoisy side, ta say
the least! But f find thet
sometimes | prefer the
sound to be guiefer or
nof on &t all

Is there any way | can
da this: without sdius-
tivig the program fistimg?

® You can switch
the Electron™s =20
channels by typers
*EX 2101 befie
run the progres

the sound becw

Spacings
problem

MY farnfly ergor Fapem

E
=

in the progranss
"“Electron Uisser™ Sov wou
will have fo oo Some-
ihing ahout youwr 55—
tings!

The bigges: proSiom
is with prograes fimes
Which comtss $DSces
which are bros=s owsr
mare than ore fna

It is impossise o
know fow masy soacss
to key in

Wiouldn's & B
ibfe for you o
character mic
ting, like an wodecies
instead of & specs, 50
that we cowld count
them ¢

The lizstimg for
“Parky"™
issue was 3 reghtmaeE
to sort owf. — AL
Beaumaont, Cspher
® Foint taken N
Boaumony Wel oy =
be more carsefml in
future.

A satisfied
customer

I THOUGHT we Gl
lake this ogpoorlurslv fo
congraidete you on he
very clesr Formaat of your
fistings. This iz

H?-E Ve

in e Barck

LS

SOSTLEE DIA-

Micro Messages

*‘FX 210,1 for the
sound of silence...

ting fn many ather
magasines.

Carry on the good
wark, — E.W.W.
Theobald, Kings Lan-
gley, Herts.
® Thanks for your
ietter. It's nice to hear
from a satisfied cus-
tomer. We try to make
the listings as clear as
possible, though when
vou make a mistake
tvping in & program (as
wa all do) it's much
easier to blame the
fizsting than ourselvas!

Telling O
from 0

HAVING fust bought an
Slectron we have found
your magazine a real
heip — “Listings Loop-
mofes” (February fssie)
was gspecialfy good
We have also enjoyved
vour program Nstings —
Bust just one ples. Please
diferentiate between @
znd 0/ - D. Blackburn,
Sheffield.
& We know trying to tall
the difference between
O and O can be guite
S-ustrating at first. Sadly
we are limited to the
characters on our prin-
ter., which does not

differentiate them,
Howeawver, in a short
while it will become
second nature to you
and your problems will
gase. After all O and O
are reasonably different
as the following shows:

000C00GO0EOL0000000

0i00000e00000000920

Review
reviewed

THANK vou for review-
ing "Start Frogramming
with the Electron™in the
December issue of Elec-
tron - Uiser.

Your concern about
the early introduction of
procedures and  rectr-
sion s understandatye
but we have not fust
doneg that &y accidant.

This was as the result
of research by an gx-
masters student of
Exeter University, with.a
variety of novice pro-
grammers, which
showed ws the reason
fupifs have major prab-
fems with progedures
and rEcursion Is because
they are usually intro-
duced a3 gn after-
thought fn most com-
BUting courses.

de you hate us?
Are our mu‘ oo
hard or foo easy?
And what about
the articles?
Write to us at

and teli us. We can

take it!
Remember, that

that you write

DO you like us or

Micro Messages

For axample, we dis-
covarad that pupils who
were introduced to
recursion hefore they
saw lteration fad fess
problems concepiualis-
ing what recursion was
than the ones who
fearned it after they had
bheen introduced to iter-
Btign consiructs such as
EOR lpops.

The mention that we
go on te intreduce
functions in chapler two
betrays the fact that
your reviewer has not in
fact read the boor

Furnctions are imtro-
duced in chapter four, a
good distance away
from procedures, as we
also discoverad that
when procedures and
furctions are introduced
together, puplls develop
a habit of mising tham
up owith each other.

THe hweo constructs
have simifar syntax but
radically different zem-
antics.

Yaur mention that
the explanation of
expression has been
inadequate was of grest
helg to us as it confir-
med the same evidence
we had received from
our field trials,

We are currently
revising the Srart Pro-
gramming with the Efec-
tron book in erder to
turn it into & book for the
BRC Micro and would
be grateful for further
comments and sugges-
tions for improveaments
from yow and other
peaple who have read
the book — Masoud
Yazdani, University of
Exetar.
® | can assure Mr

Yazdani that | hawve in.
fact read the book,
thaugh | think ha knows
that already, or why
should he say that |'d
been "of a great help”
with my comments]

If he reads the sent-
ence about procedures
and expressions again,
he'll see that the point |
was trying 1o make was
that procedures, func-
tiens and conditional
branching (which is in
chapter twol come
befora INPUT command
is treated,

He does not answer
this point in the letter
nor any of the othar
points raised in the
review.

Having said that |
must say that | find his
research findings most
interesting and applaud
his efforts to help novice
programmers.

Pataer Green

Positron
poser

HELP! With reference to
the Fositron Invaders
listing (Electron User,
February] my Electron
tells me thers is ng sueh
FN/PROC at line 470

Can vou help please?
— Ann Cross, Dxford.
& Thanks for telling us
the error mescage.
You'd be surprised how
many times people write
in with problems and
don’t tell us what the
Electron is doing!

The Electran is telling
wou that vou've fried to
use a function but it

—




- Micro Messages

From Page 61

cant find that function,

We suspect your
trouble stems from line
1370 wheara tha func-
tion being called in ling
470 is defined.

If lime 470 has been
typedin correctly, then it
telis the Elactron to use
the function found in
ling 1370,

If vou've made an

error in this line, it will:

only be noticed when
the Electron processes
line 470, hence the
slightly misleading error
mEssageE,

So check line 1370
and you should soon be
less frustrated.

Positron
alternative

AT my son's request, |
changed the controf
keys for the game Pasit-
ron invader and thought
your readars may ke to
have the alternative
kays,

Al yow oo 7s change
tines 820, B30 ang 860
as falfows:

820 IF A=RIC &ND XLG
THEM L=KL-1
830 IF #=42F AND KLU1G
THER AL=fL+!
Bal IF A=R2C
THER PROCF IRE

This results in the <
key maving the hase
oft, the > key moving it
right and the space bar

firing the faser,

Also af my son’s
request, | modified line
280 to read:

280 PRINTTARE O, E4 s

n x _____________ ey __I i
which has the effect of
drawding a clear fanding
line pn the screen,

Tharks for g
thoroughly good mag-
arine, Keep up the good
wirk, — A.M. Dove,
Dumbartenshire.

Problems of
saving

AE an Elactron owner, |
was wondering whether
VoW can give me any
advice on how fo save
Frograms,

f have had some
difficulty in foading frar
tapes, bt with varving
the volume on the tape
recarder foading has
become easier. | am,
however, sl getting
troulfife with saving.

It becormes vary frus-
trating hawving typad in
the pragram then being
urtsceessid no saving
it

Can vou give me
some fdeas as to how J
can-awercame this oiffic
culfty, — G. Dean,
Appledore, Morth
Davon.
® |t's always easier to
load than to save. We
always tast that our
micro will actually save
a short program suc-
cessfully before we type

in long ones,

This saves & lot of
anguish.

It could be that you
5till hawven't got the
volume and tone con-
trols correct or possibhy
the recording heads
reed cleaning.

Sadly, it could just ba
that your cassette recor-
dar is incompatible with
the Electran.

Wa hope to carry an
article: on saving and
loading programs in a
future issue of Elecrron
Uszer,

The right
direction

! HAVE owned z BBC
Micro for fwo montihs
naw. I kave bovght The
Micro User every month
for ages, even before !

purehased my micro —
ft's & fine magazine but
tends to he just a Ntle
aavanced for the new-
Cotar,

i always enfoved
Electron Liser when (it
was inside The Micro
Liser as it was written in
& way which made /it
easy to understad,

I just bowght the first
full issue of Electron
User and it is vary good,

f find most mag-
azines on computers are
wiritten for afmost exper!
computer people. Thay
tend to be over tech-
rieal,

Yours, which is | fee!
wiltten for the yvounger
micrg uger, {5 & steo in
the wight diraction.

f think most kids
uhiderstand micros
better and quicker than
us old fofks. Articles for

g should be very simple
and stralghtfonsard.

Keep the com
plicated stuff for the kids
who after all get taught
It in scihoof,

I will probably con- -
tinue fo purchase Elec-
tron. User as | afmost
understand it. The Micro
User can do without me
for a fews vears il know
wiftaf | & wfuing,

Keep up the good
wark, How about an
gdult vargion of The
Micro User (written in
the same way as Elec-
tron Usarl for gz — N,
McPherson, Harrow.
® Many thanks for your
letter. It's nice to know
that we're 50 much
hetter than The Micra
tger! | wonder if all our
readers agree with the
way we prasent the
magazing.

Please talk to us -
we’re not snooty!

I HAVE only had mi
BE8C B Micro since
Christmas and so far /
fave onl used the short
DrOgrams.

2id anyone reafise
wihen the Tapestry pro-
gram {0 the Februgry
isswe of Electron L'ser is
ruer on the 880 Micro, i
any fetier key is prassed

for a few seconds,
instead of the space har.
the pattern witl change
awtomaticalty 12 times
and then stop.

[ think your reagazine
is graat Tor a beginner
ke me 5o pleaso tell
Fete Bihby that all BRC
OWnRers are not "snoaty ™
and that | hope he will

stiff talk to ws. —
Michael Smith,
Aldershot.

® Sorry Michael, Pete
wasn't really serious
when hewrate that, And
he says he will talk to
BBC Micro owners — he
has to because he
shares an office with
twa of them!
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This progrom coveds 104 countrees whidh ore
dedded into B colegones of difiosny. Eodh
oty B plngolnted on on ocourote hi-
mesckition soeen map of the workd, ond the
USEI S-Sl e oonihnl ondlior poodslolion AR
e end of S tEsl the parcantoge of comed
NN S, S e T S sk O ey
monitor  hm NOEOSIy QEeGgroyhecnl

b

TOP QUALITY SOFTWARE

FORTHE ACORN ELECTRON

The centibug descsnds Fom the top ol the
HIBaN wWaaving Intimédatingly babtussen e
mushiooms. Your objadive is to shoot all the
sacyments of the caintibug before itreoades the
Botiom of the saesn.

Faciums inchacks: spiders, snails, Abes, & shil
eis hiscore, rankings, omd intensing
oty

Prodboty the bt it rachang
implemantation on the morked. This progrom
hias it oll - . HOLD, NUDGE, GAMBLE, spinming
reeks, reolistlc frsits and sound effeds, multple
i linss, This is THE fruit machine program
tbing,

ALEN DROPCLT £T05
A novel ond wnusuol progeam. Anchcke-odtian
with this exciting muiti-stoge shooting gome.
Trea ckfective of the game is to shoot thie aliens
out of their "hores” before the: bozes fill up.
Once Rl the olfens My dain

exploding os they hit the ground. The gane
feobures (nchede: & shill fevels, radkings, Hi
soone, raasing difflaulng

b
e e

CENETELLAT L7085
Thlsh:ﬁ:lmh\gmmnmuasmmm
"wieaw the sbars™ from any polint on e Eoth's
sLfiion, o Ry chate cnd o ol time, A booal of
455 shars in 50 consteBations moy be viewsd,
and the “telescope” moy be movad up, down,
It or righit, moomed inior sonmiesd out. The stors
con be disployed by mognibude  or
cowesbislholion.

BAATRERS BT %5
48 mardhlog Irnvadkers drop bombs thot slowiy
erode pour defences; ond twe pes of
spoceship (normel ond doulble speed Ay over

-

EEFESEMBLER

Hmmndnmmw mmm
similor progrems, oficus e decssemibled
SOUTCE Code o De DT T mepmony, i moy
then e modifies ond Ma:nhuc' s
fpalunes: Sooe-modls SOt SULEUE 10 priker

WFrecyseed. oL _p‘-*&_rs_n-n:ﬁ fmq-.-rrad

WE PAY UP TO 20°% ROYALTIES FOR HIGH QUAUTY BBC MICAOC AND ELECTRON PROGRAMS
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